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INTRODUCTION 


| started to draw my first logos towards the end of the 80s, first on the Amstrad CPC and then on an Amiga with 
Deluxe Paint. More than 30 years later, | created Editions64k to write my first book covering the Amiga 
demoscene, titled “Demoscene: the Amiga years”. A year and half later, the second volume, “Demoscene: 
the AGA years” saw the light of day. During work on the second volume, the desire to write a book on the art 
of the logo started to grow... and in 2022 | decided to start working on such a project. Naturally, | reached out 
to many different people, including Cédric Stranger, the founder of the Demoscene Logo Gallery (DLG) group 
on Facebook. After several discussions we decided to unite Editions64k and members of the DLG in order to 
create the book you're now holding. Logone (Christophe BOUCOURT) 


LOGO GALLERY 


The Story of The Demoscene Logo Gallery (DLG) 


| was active in the Amiga and Atari ST demoscene until 1995, and it was with the arrival of Facebook that 

| created a profile for my pseudonym of the time, StrangerHMD, in order to find my old contacts and share my 
memories of my passion. From time to time I'd post legendary logos from legendary groups, but it was only in 
2019 that | discovered after lots of research that there wasn't any presence on social media dedicated to 
demoscene logos. That really motivated me to do something, and | decided to share my collection of around 
10,000 logos, which date from 1993 to the present day. 


The Demoscene Logo Gallery Facebook page was born on Ist June 2019, and in less than 25 hours it received 
over 500 subscribers. My idea was to celebrate the one common theme amongst all the different scenes, 
forgetting the different technical capabilities of the machines of the time (Commodore 64, Amiga, Atari ST, 
Consoles, ZX Spectrum, Amstrad, ...) in order to bring together all demo enthusiasts, old- and new-school. To 
me, the most impactful graphic of a demo was often the logo, in some ways the perfect summary of the 
demo, of the art, and possibly of the scene itself. My wish was to make something that was my own, and make 
it as seriously as possible. Sometimes, near the start of the project, I'd soend more than 8 hours a day to find 
demos, extract logos, classify them, and then find out as much information as possible about them such as the 
logo name, the artist, the year it was made, the platform on which it was made. Sometimes they’d need 
touching up, pixel by pixel, before finally they could be posted with all details, in the best possible quality. 


Today the page has over 2,200 members, logos are posted every day, sometimes by the artist themselves, and 
there’s always regular comments that create a resurgence of the past, which everyone enjoys. It’s a vibrant 
community, with links to YouTube videos showing the logos in action in the demo that originally used them. In 
2021 a hardcore of users within the community had formed, and it was natural that the DLG Crew was born 
from all the active and most involved, all long-time demo enthusiasts. Most were active in the golden age of 16 
bit in the 90s. For a very long time | wanted to publish a book focused on the logos of the demoscene: it’s now 
a reality, thanks to Editions64k contacting me for this magnificent project. | look forward to seeing you on 
facebook.com/groups/demoscenelogogallery - and of course, greets to all Demoscene Logo Gallery fans! 
Stranger (Cédric CHANAL) 


youtube.com/@DemosceneLogoGallery 
instagram.com/demoscenelogogallery 


Stranger: My name is Cedric "Stranger", oldschool French demoscener, member of Hemoroids (HMD) and 
Rebels, founder and organizer of DLG Crew and supervisor of the DLG Facebook group. I’m 50 years old, and 
since 2000 I've been living on a tiny French island in the Caribbean called Saint-Barthélemy. | was lucky enough 
to own a Commodore 64 in 1983. At a very young age, influenced by the first crack intros, logos became my 
passion. | pixeled a few logos in my early days, but very quickly | concentrated more on swapping, and 
organizing for the groups | was part of on the Atari ST and Amiga. My love of lettering also led me to become 
very active in the 90's Graffiti scene. Founder of the "Demoscene Logo Gallery" Facebook group in 2019, I'm 
always on the lookout for logos and dig them up every day. | like to share them in the best quality, with as 
much information as possible. 


Norby: Hello world! My name is Norbert "Norby" Konieczny, and I've been an active member of DLG Crew 
since 2020. | was active on Amiga Scene from 1992 as a member of Investation group, later in 1994 | became 
the organizer of polish division of TRSI (Tristar & Red Sector Inc) and finally in 1995 | participated in the founding 
of the Nah-Kolor group. | left the scene in 1997 to focus on family and business things. When | accidentally 
discovered the DLG Facebook page in 2020 and saw the legendary TRSI logo painted by J.O.E., all the 
memories came back to me with great force, and | felt at home among old friends. Since then, almost every 
day | look for the logo that illustrates some part of the demoscene's heritage. Thanks to DLG, I've met many 
great pixel artists that | always adored when | was a kid - or more recently. New demos are being made even 
today, and with them more great logos that we immortalise on our group, because a picture is worth a 
thousand words. Today I'm proud to be an administrator of the DLG Facebook group. | have found real friends 
in the DLG Crew: we work together on new productions presented at demo parties and we are happy with 
each new logo that appears in our library. | wish you all many wonderful experiences as you read this excellent 
book. 


Alesk69: |'m Alexandre, and | live in France. | owned an Amiga 500 when | was a young teenager, then 
switched to the Amiga 1200 when it came out. | mainly used these computers at first for games. My cousin who 
was involved in the Amiga demoscene since its early days showed me some demos and | quickly got 
fascinated by this whole universe. | loved both th e releases and the underground side of the demoscene: 
people from all over the world connected together creating complex, beautiful, fun productions, simply for 
pleasure and for free. Graphics were the part | loved most, especially logos. | was also very interested in graffiti 
that was booming at that time and it contributed to my fascination for visuals with letters. | wasn't really 
involved in the scene back then though. As the years passed by, | developed other hobbies and lost a bit of 
interest in the demoscene around the end of the Amiga years. A few years ago, | decided to try to learn how 
to code and use creative coding environments for personal projects with no particular ambitions. | started to 
watch demos again, mainly to get inspiration at first but the virus quickly came back and within weeks | was 
following the scene activities. | discovered the DLG Facebook group created by Stranger. We became friends 
and he invited me to join the DLG Crew to code its different creations. 


Janer: my name is Karim and | am 49 years old, and have been a cracktro/demo lover since 1986. My job in 
DLG is to bring everyday logos to the DLG Facebook group. Besides this | also do create graphics for our DLG 
Crew Releases which are only ment to bring a little smile to the scene out there. Big hugs to the whole DLG 
Gang and everyone on our Facebook group and many others. 


Pride: Palle “PRIDE” Jensen: I'm located in Denmark and | have been part of the Amiga demo scene since 
1989. | did mostly pack disks, swapping and a bit of graphics (logos, charsets). It all started in Flash Production 
and | have since been active in groups like Sanity, Lemon., Movement, Brainstorm, TRSI, Razor 1911 and Stellar. 
Today I'm still part of Lemon. and Brainstorm but now also the great DLG Crew, where | do some design and 
find logos for the Facebook part of DLG. | love great logos and DLG is the place to be. 


Rebel O’Conner: Hi There, here's Rebel O'Conner. | was a graphic artist in the HMD Amiga section in the 90's, 
under the name of Nuke. Now i'm the administrator of the YouTube page Demoscene Logo Gallery. 


Fli7e: Hello book reading friends of digital pixel art. I'm Timo from Germany, but I'm better known to many as 
Fli7e / HaujobbATRSIADLG. Now 50 years old, | look back on many decades in which | was sometimes more, 
sometimes less and sometimes excessively addicted to the demoscene and its people: | tortured Deluxe Paint, 
overused Photoshop and sometimes | tried my hand at ProTracker. Unfortunately, | am currently working to a 
limited extent on programming the new DLG website and hope to be able to complete it soon - it will be a 
beast. 


Rappid: |’m Rappid, living in Ireland since 2005. | started as graphics artist and swapper on the Cé4 in 1990, 
Amiga in 1992 and PC in 1998.. | returned to the scene in 2021 as a member of DLG Crew (group expert and 
moderator). 
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A TRISTAR - TERMINATOR AMIGA In the summer of 1987, Terminator created a logo with the word Tristar. 


Frankie, the founder of O.G.M., felt that based on this fantastic logo and 
the name Tristar a new group should be created. This logo was 

already a reference at the time and has lost none of its fascination. 
Terminator was the creator of the name Tristar. This is the first 
logo called "Tristar Silver" created in late 1987 with Deluxe Paint II. 
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Most of the art I created on the Atari ST was done directly in Degas Elite with no drafts or pre-vis work. I just sat down 
and started placing pixels. On some of the larger full-screen images (not logos) I would draw, and outline on some 
acetate sheet, this would then get taped to my monitor and I would then trace that into the Atari ST. Without a scanner 


this was the easiest way to get something from paper to pixels. 
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This logo is of course inspired 
by the Metallica logo for the 
shape. I had added a "stone" 
effect. It must have been one 

of my first logos because the 

effect is not incredible. 
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The original Tristar mint logo was painted 
on the Amiga 1000 by Terminator. 
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This was one of my 
earlier logos and I’m 
not sure what exactly 
was going on in my 
17-year-old mind. This 
logo was by request 

* through our swapper if 
I remember correctly. 
The light reflection on 
a the tip of the wing really 
doesn’t work. 
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This logo took me a good time, 
probably a day and a half. First 
I designed the logo itself and used 
it for a few different versions later. 
But this was the first one. I think this 
was used quite a bit. One of them was 


Glory Stars. I remember the coder was flying his "VEX" logo in, just to 
mess with me. I think I deserved it. I always loved gold and always tried 
to get the perfect colours for it. Still not quite there. 
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This logo was inspired by the logo of the game Ocean Beach 
Volley published by Ocean Software. I still love this logo, it is 
surely one of my favourites. Especially as it was made in a 
much larger size than usual (bigger than the screen) so that it 
would move during loading. 


A DELTA FORCE - SLIME | ATARI ST 
24 1989 


~ )-MEN- ZEI | AMIGA 


© FRIRLIGHT - EXOLON | AMIGA 


7s 


A ALCATRAZ - PGCS | AMIGA 
1989 25 


A VISION FACTORY - DARK LORD | AMIGA 


my) AT Py “le 
é ay We a> SNS Ms ~) 


A ALCATRAZ - IRONHAWK | AMIGA 


om , nr =t ) 


A NORTH STAR/FAIRLIGHT - DAGGER | AMIGA 


(MEGAD: TH 


MEGADETH - KREATOR | AMIGA 


A DEFJAM/SILENTS - MAX | AMIGA 


“@ RED SECTOR INC. - DARK | AMIGA 


1989 2] 


FAIRLIGHT - STATIC | AMIGA 


A GENESIS - TRIATIAN | AMIGA 


eReneretiT 
Ne era 


oy wa nt eos ce cen 
Sic 7238 


RSI - SCUM | AMIGA 


“<< VISION - FACET | AMIGA 


SCOOPEX - REWARD | AMIGA 


cL 
NFS EIRUHINNIES LE 
‘SILI i. a | =" a, 


~~ PRESENTS 7 
NORTH STAR - DAGGER | AMIGA 


A TRIANGLE - KZON | AMIGA 


A REBELS - STATIC | AMIGA 


1989 29 


> NORTH STAR-TROJAAN AMIGA 


— GRTHSTaRy 


l —— al r . r 


a PA 


RIFFS - THE SARGE =COMMODORE 64 


OMT OU 


i 


A UNIQUE -SANTTU | AMIGA 


30 1989 


Th 


NORTH STAR/SILENTS 
EAGLE | AMIGA 


[ae 2 a ae 


| oo NS ee 
is wf 


i a. a ae p_—ee | oe = a | iE 2 aes ee, ee a a 
= 


. Go 
Ti be *y a a ul i 


a ; 
a Pe eed aw 


<@ PHENOMENA 
TERMINATOR 
AMIGA 


1 
Lt ds JLo PU 
. rs F ; a 5 ™ ' | 
: al 1 | | _ [ | Py re | " 
ill 
be) ee | ba i 7 “Ih 


A FAIRLIGHT - HOBBIT AMIGA 


P Aa Pi ee APP be 


ACTHEREPLICANTS - COBRA ATARI ST 


~ SPHINX- FLEX COMMODORE 64 © WALL- SENSE! ATARI ST 


5 '* = *) 


31 


> SPHERICAL - GOGO 
ATARI ST 


T—) 


A TCB- AN COOL | ATARI ST 


A TRISTAR - THARGON | COMMODORE 64 d 


— 
rs 


PHHHAA 


2000 AD - BLITZ | COMMODORE 64 W THE DREAM - KRAZY REX | ATARI ST 


4 
? 


> BLACK MAIL 
THUNDER/ORC 
COMMODORE 64 © 


Pronger preentermmime: Seeememmaalid 
pit? i } ” be i 8 


Ef 


sf = 
im iy : [ _ ! : %, : P s ¥ 
a. “hoo . 2 
re, 
| \ 


A REBELS - STATIC | AMIGA 


re ee: 


 STAMIGOS - SENSE | ATARI ST 


.TCB- AD | ATARI ST 
1989 33 


CAREBEARS - TANIS | ATARI ST 


This logo was made for some demo during 

t a im . ~-. oe seu a copy party, so everything needed to be 
(i ee 2) ( {17 th ®* done at super speed. I am not proud of 
OH) a \. el , f ) f . S this one, but to me it has always been more 

ers ed a i" i important to deliver something in time 

rather than making it pixel perfect. 

Time-wise, it was somewhere in the range 

of one to two hours back then. The original jelly TCB logo was made by my mentor; ES of The 
Exceptions. We needed something that showed the whole name of our tiny crew rather than just TCB. 
Working against the clock tends to make you miss the most obvious things, and later makes you go 
"double facepalm" when looking at it afterwards. But it served its purpose and nobody died. 
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This logo was a fast one. I guess 
I was tired, too, as it kinda looks 
a bit rushed. I think this was one 
of the first logos I did for Flash 
Production after joining the 


group. 
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This was "drawing from nature" 
for a geek like me. For this logo 
I took one of my disks and 

gave it a closer look. 
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This logo was done in one or two nights 
on KoalaPainter. | was a big fan of the 
awesome Wonderland demos released by 
Censor Design. I never expected them to 
be used in a real-world application, 
as they were more of an 
exercise in applying 
techniques at a 45-degree 
angle. I met Lionel, also 
dena as Skywolf of Legend/G*P, 
at The Bergen Party 1990 in Norway. 
He taught me many tricks for creating 
gradients within a logo. The hardest thing 
was calculating the width of each letter, 
a time-consuming process, as pushing pixels 
was the only way to do it, and Photoshop did 
not exist yet. Looking at it now, I should have 
made the D wider, and aligned both words properly. 
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I remember this logo as an idea for the "claws" just 
popping into my head and I pretty 
quickly created the logo. 
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This was when I did one Scoopex logo after 
another. I don’t think I did more logos for — 
any other group. I wanted to do t . ane 
something with transparency > 
- so the most important part of the 
logo is the "e" going over the "x". 
The rest was standard fare. It took 
me a few hours to create this logo. 


A FRIRLIGHT - HOBBIT | AMIGA 


= 


THE REPLICANTS - L’ING | ATARI ST ‘ 
1990 \ 41 


A RED SECTOR - DARK | AMIGA 


42 


i sre 7 


I may have created the logo as an exercise to challenge myself with oblique designs. 
I wanted to create a logo with overlapping text that scrolls at a 45-degree angle, 
using cascaded high-resolution sprites. I wanted to subtly reference the 
"raster bars" behind the Fairlight logo, perhaps as a nod to the famous 
Fairlight Intro. | showed the logo to Hobbit/Fairlight, and he said it was cool. 
That was all I needed to hear. I spent a lot of time in Alain’s basement 
in Brussels. He was and still is an inspiration to me. The graphics 
of his latest Commodore 64 game A Pig’s Quest are amazing. 
I also sent the logo to Bacchus/Fairlight, as we used 
to swap disks. I used to draw logos with 
a waterproof pen on transparent A4 clear 
plastic. I would then stick the 
plastic to the screen. 
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There are a few pieces of artwork Iam best known for, but I think the logos lam most proud of are the later ones 
I created for The Lost Boys. At the time I was 15 or 16 years old and still learning what could be done. The triangle logo 
was one of the last pieces I created for the TLB Mindbomb demo and was the first proper logo I think I had worked on. 


Looking at it now it’s really hard to read the text but it was very in-keeping with logos that other demo crews had at the 
time. I can see how much I had learnt looking at other artists’ works and the techniques I was trying out. I had seen some 
other artwork in the Union demo and was inspired to try to replicate something like them. And the triangle logo is what 
I made. We ended up using that logo in a few demos. Creating any artwork at the time took a lot of patience. The 
software packages did very little apart from allowing you to place pixels on the screen. Everything you did was done by 
hand and if you had drawn something at the wrong size you couldn’t simply scale it, you had to draw it again. So 

I would spend hours in my room listening to music and placing each pixel. It was a slow process. I used to sit in my room 
in the dark with some heavy metal playing in the background while I worked on most of the art I did. My mouse was 
covered in metal band logo stickers. 


A ANARCHY - MYSTIK | AMIGA 
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> 30 DEMO - SLASH | AMIGA 


This logo was absolutely awful. 
Hannibal asked me to create a 1-bit  - 
logo for a 3D effect he had written 

for the 3D demo, and this one is a 
version that is simply prettied up 

that fades on top when the effect 

ends. Hannibal always asked for 

1-bit logos. 


W ALCATRAZ - PGCS | AMIGA 
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» PHENOMENA - UNO | AMIGA 


A KEFRENS - R.W.O | AMIGA 
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THE LOST BOYS - SPAZ | ATARI ST 


This logo was created for our last demo, 

Ooh Crickey wot a Scorcher, and was based, 
I think, on a drawing by Roger Dean. It 
really doesn’t look like anything that existed 
at the time, which is why I like it so much. 

It always felt like it took a long time to create 
artwork in those days. Even though you 
were limited to a 16 colour palette, the tools 
you could use were so basic everything had 
to be created from scratch. 


I would usually start by creating the 
typeface characters I would need. I used 

to have lots of fantasy art books that 

I used to flick through. : 

I think I saw that bug ina ts > 
book by Roger Dean, and =_ oS 
thought it would make a fun logo. 

That was the initial starting point and 

I just went from there and made a 
a logo from it. ' 


Time is the hardest factor when making any art on the 
Atari ST. Nothing was quick to do as each pixel had to be 
placed by hand. So you really had to want to do it. I don’t 
think I would have the patience now to create pixel art 
like this. Nowadays the art packages have so many tools 
and features built in you can make logos a lot quicker. 
Back then everything had to be done by hand and things 
like anti-aliasing took a long time. 


A CRYSTAL SYMPHONIES - UNO | AMIGA 


COMPLEX - JUGI | AMIGA 
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‘A IMPACT - EXOF | ATARI ST 


<@ KEFRENS - R.W.O | AMIGA 
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for Delta Farce at the first STNICCC. Til had helped me so 
much in doing custom NeoChrome builds to make 
" my workflow easier. So of course I wanted to do 
something for him as ‘well! I think I did a few more 
_ logos for Delta Force back then. Some extremely 
"  shitty,and some not too bad. It all came down 
to the amount of time 
given for art, right? 


; Z : 
W DELTA FORCE - TANIS | ATARI ST I have a vague memory that Til asked me if I could do a logo 


' Often, during gatherings 
I was asked to do logos 
for various crews. 


Ty 1 

| The time I got for those 

types of logos was usually 
only an hour at best. So well... those logos... am not proud of. My own words 

of wisdom that I live by: It is better to deliver crap in time than miss a deadline. 


i 
| 


ono sch — 
1991 53 


ane OF oom use 
A RAZOR - UNO | AMIGA 


(Cs OF Cea EGE boli y Lar 
ee | aS 


BRAINSTORM - J.A.0.E. | AMIGA 
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A CRIONICS - MIKAEL BALLE | AMIGA 
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~ COMA-TOM COPPER | AMIGA 


A JETSET - SECK4 | AMIGA A ENDLESS PIRACY - ANGELDOWN | AMIGA 
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_ KEFRENS - R.W.0 ‘AMIGA 
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<4 A ELITE/EMPIRE - STARFIX | ATARI ST 


W QUARTEX - MACK | AMIGA 


This logo didn’t take long because it is based on the Terminator font but modified. I didn’t use the font itself, but I used it 
for the logo. I think a lot of people did that at the time. At the time, it was very common to use that specific font and the 
"space theme", and that’s how the logo fill came about. The demo it was used in, Rebels - Snap!, also had that space look, 
with the parallax scrolling of the stars and so on. It was our first Rebels demo since we joined the group, so the pressure 
was on to make it as good as possible. It’s the same for the whole demo. 


The hardest thing to do on this logo was to create the right atmosphere, I think, and make it as bright as possible. The 
demo starts with a vector splash of the letter R before revealing the logo, so it had to look good. We wanted to impress the 
Rebels HQ! The steps were fairly simple - redraw the font, do the outline detail and then do the space-themed fill. Simple 
logo, simple steps. 
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A HARDWIRED - MIKAEL BALLE/SIONIC | AMIGA 
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A FLASH PRODUCTION - SLASH | AMIGA 
I did this logo while creating very simple artwork for a joint game with Gonzo/Flash Production. The game was an early 


match-3 type game called Snap The Game. The game was never released but it was fun to work with Gonzo creating it. 
The graphics for the game were very blocky and I guess that’s where the inspiration for this logo came from. 
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GLOBAL TRASH 
SIONIC | AMIGA 


A LEGACY PRESENTS - WALT | ATARI ST 
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\ DUAL CREW - DESTOP | AMIGA 
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A COMPLEX - TOMCAT | AMIGA 


THINGS NOT TO DO - THE MASTER | ATARI ST a KEFRENS - R.W.0 | AMIGA 
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A CHARTS - MYSTIK AMIGA 
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LEGACY - PIXELKILLER | ATARI ST 


A SILENTS - WALT | AMIGA 


= The inspiration for this logo came from trees and ice... then I went purple... It was 
SANITY COUGAR | AMIGA pretty quick to duplicate and adapt parts of the logo once they were complete. 


ODYSSEY - PGCS | AMIGA 


For the Odyssey logo, I remember 
nothing in particular, I have 
more memories of the difficulty _ 
when making drinkable 
asteroids and finally we had +4 


taken those from Psygnosis. 


A SILENTS - J.A.D.E. | AMIGA 


It’s funny how I can clearly see that I did this logo, but I don’t remember ever doing any logos for The Silents or when 
I did this one. I even have some vague recollection of doing the letters (Eddie is no surprise as I was a massive Iron 
Maiden fan back then and still am). I used to draw a lot of Iron Maiden imagery on the Commodore 64 before I got an 
Amiga. 
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A FLASH PRODUCTION - SLASH AMIGA 


[have absolutely no recollection of creating this logo, but it sure does look like one of the fast ones. You get a weird idea 
and it turns into a logo. This must have been me looking at some minced meat down at the supermarket! 
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A PURE METAL CODERS - RATTLE AMIGA 
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. MONSTER - VETO | COMMODORE 64 


W UPFRONT - ROOKIE AMIGA 
A SILENTS - WALT AMIGA 


W TRSI-J.0.6. AMIGA 


This logo just took me an afternoon if | remember correctly. Maybe a bit of reworking the day after. The idea just came to 
me in a flash. | was just in "the flow" when I did this and just enjoyed creating it so much that it seemed to just happen. 
Reebok from TRSI called me out of the blue and asked me if | wanted to do a TRSI logo. A few months later | moved to 
Vienna and met all of the TRSI (and then S!P) group. They have remained friends to this day. 


fi 


| always wanted to make logos like Terminator from Tristar. | think the TRS] morphing molten metal logo is my best 
because it was unique for the day. | had fun making it and the response to it was crazy. Other artists also painted their 
version of it and it inspired a mini sub-genre of logos. | don’t think any other logo I did came close to this one. 
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"REBELS - HOF | AMIGA 


A SCOOPEX - UNO | AMIGA 
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LOST BOYS - SPAZ | ATARI ST 
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A SILENTS - WALT | AMIGA 


\ RED SECTOR - CORWIN | AMIGA 
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RAZOR - MURDOCK | AMIGA 


STAX - MCFLY | ATARI ST 
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A AURORA - CHEVRON | AMIGA 
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A EQUINOX - MENTA | ATARI ST ne ee 
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<4 VECTRA - MORRISON | AMIGA 


D> SILENTS - CHEVRON | AMIGA 


A SENTINEL PRODUCTIONS - JACO | AMIGA 
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A FLASH PRODUCTIONS - PARADROID | AMIGA 
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W SANITY - CRUISER | AMIGA QUARTEX - MACK | AMIGA 
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REBELS - NEWTON AMIGA ++ CHEURON AND ATLAS + 
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A MELON - WALT | AMIGA 
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A FUZION - MACDOS | ATARI ST 


A ATLANTYS - HOF | AMIGA 


ABYSS - DUNS | ATARI ST 
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Fh <4 COMPLEX 
HEMOROIDS - DIEU 2 Ni BLADE | AMIGA 
ATARI ST 


The inspiration of this logo was 
flower-power and graffiti. This is one 
of my first logos for a multipart demo. 


I spent weeks on this, as it was pre-3D. Drew it from scratch on paper first. Generic plastic looking 3D renders in 
commercials at the time inspired me (around 1992-93). Choosing to smooth the gradients with gradient patterns, or 
leaving them flat (which I did) to preserve the rendering of the texture. 
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~ INFECT - SPIV) AMIGA 


This logo was released first in a 16-colour 
version and later enhanced to 32 colours and 
with more details. The intention was to break 

with the often seen logos as one geometric 
object and to have each letter in a different 
orientation, but for sure to have correct 
lighting for the whole scene. Some people 
first thought it was rendered, but it was 
just a little stressful for myself to think 

of those lights and shadows in mind 

and pixel it by hand. 
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a ay -TIK | AMIGA 


A ALBEDO 0.12 - PWYLL | ATARI ST 


VW DUAL CREW - MORRISON | AMIGA 


A ETERNAL - KRIS | AMIGA 


W KEFRENS - R.W.O | AMIGA 
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The bird logo is my favourite, I think it is still 
iconic and a bit timeless. It feels different 
compared to most other styles that were 
popular around that time. I also like that it 
combines a symbol with relatively restrained 
typography and an intricate background. 

I don’t remember how long it took me to make, 
but I do remember making a paper sketch of 
the bird. I believe that the font was scanned in 
as an outline and then made into gold. The 
background also started as a scan. I had one of 
those rolling hand scanners. It could only 
capture 1 bit data, so it took quite a while to 
clean it up and make it work. The inspiration 
was mixed: the bird symbol started just as the 
outline of the wings, but no direct reference. 


0 . RED | ATARI ST | The skull was probably inspired by Moebius. 


mm 


The background and colours were me being 
proud to come from the Swedish demoscene, 
together with Sync and The CareBears, etc. 
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ANARCHY - KREST | AMIGA 


The ice/glass effect had only been seen a few 
times (being a more complex pixel technique). 
It took about a week as its main one letter 
needed to be repeated and modified — however 
it was rushed as I didn’t have as much time to 
spend on it! 


V SKID ROW - HOF | AMIGA 


~ DUAL CREW - RED DEVIL | AMIGA 
A HEMOROIDS - NEXXUS | ATARI ST 


VW ANARCHY - FACET | AMIGA 
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MELON MACK | AMIGA 


~OXG-KRIPTON | ATARIST = 


NEWLINE - XMAN | ATARI ST 
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b> ABRAXAS - DANNY | AMIGA 


This is one of the earlier logos I attempted as a 
Pixel artist. I think it was based off the box cover 
of this obscure SF movie I had rented at my local 
video rental place. One of those bulky VHS tapes, 
~ you know? 


Back then I wasn’t too fussy about getting every 
pixel exactly 100% right, like Iam now, so 
I knocked this one out in a few days at the most. 
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A 1984 - HELDON TYRELL | ATARI ST HEMOROIDS - STRANGER | ATARI ST 
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A JETSET - SECK-4 | AMIGA 


ANARCHY EVE - J.A.0.E. | AMIGA 


I was a bit obsessed with drawing weird collages at the time, so I guess this one was just something quickly thrown 
together when another logo was needed in a hurry. I remember deliberately leaving the gunk in the eye so that it wasn’t 
too pretty. It had to be a little gross. 
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MELON - WALT | AMIGA 


> INFECT - SPIV | AMIGA 


This logo was used in one of our Infect first big Trackmo 
Helter Skelter 2. It was inspired by not always having 

a rigid geometric typographic logo, and instead try 
something that looks more organic. 


A NEXT - CHROMIX | ATARI ST 


For this logo, we just said to ourselves: "Holy Zeus, we want a Next logo in gold bullion". I remember fighting with the 
coder for the right to 16 colours, and losing. For this logo I was allowed 8 colours max because of the famous "bit plane 
joke" of the Atari ST programmer, who had something else to move over it. 
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A THE UNION REPLICANTS 
COBRA/ES | ATARI ST 


NEMESIS - QUARTZ | AMIGA 
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V HMO - DIEU | ATARI ST 


For this logo I was inspired by a well-known graffiti piece 
from Mode 2 for the Public Enemy concert in Paris. 
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MULTICA - QUEST | AMIGA 
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obviously being 
slightly inspired 
by Metallica's logo. 


Being very much into 
metal, everything 
had to have demons 
or other provocative 
images in it, and 

I think this one 

was pretty 

funny. : 

A demon with a 

fire hose and 

well, obviously 

also a goat! 
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> TRSI- FADE ONE AMIGA 
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A REBELS - COLOR/R.W.0 | AMIGA 
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. SCOOPEX- REWARD | AMIGA 
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A ANTHROX - HAVOK AMIGA 
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W SHINING - IRIDON | AMIGA 
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A KEFRENS - R.W.O | AMIGA 


b> REBELS - NUGGET | AMIGA 


I usually spend a few hours drawing 

the logos, then filling them in and finally 
detailing them. It’s pretty basic stuff. 

I think this one took me 10 hours in 
total, if not more. Then, of course, 

I added a few hours based on feedback 
from the team if they wanted to 

change anything. I had seen more 

and more 3D logos in demos/intros and decided to try one myself. 
Drawing 3D by hand was no easy feat for me, but I wanted to give it a go and see if I could make one. The Scoopex - 
Mental Hangover logo gave me some inspiration for the detailing. RIP "Reward", always in our hearts. The most difficult 
part was definitely the 3D without any 3D application to help with the perspective. This is not at all correct in the 
rendering of the logo. I never used paper sketches (except when I did some sprite animations on the Commodore 64 using 
square paper and pencil). I wasn’t very good at drawing on paper (I still am not today). The steps consisted of outlining, 
filling and detailing. 
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> MELON - SEEN AMIGA 


Some former members of Kefrens were part 
of Melon Dezign. They didn’t like the fact that 
we had restarted Kefrens and they called it "not the real 
Kefrens'. We, Kefrens, tried to stop the rumours by 
adding funny texts and small events in the demos and 
intros. Melon Dezign was the worst group to try and stop 
us from using the name Kefrens and making fun of us for 
not being "The real Kefrens", so the conflict was just that 
of course. 
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A SCOOPEX - ANGELDAWN | AMIGA 
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A ANARCHY - FACET | AMIGA 
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<@ ELITENDO - LOWLIFE | NINTENDO SNES 


This was our first Elitendo logo, after 


Fs 
a a ’ + FF ; coming up with the new name of the 
Ps a group, based on Elite on the Atari ST. 
i. ; i It was dubbed the banana logo. 
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A NO COOPER - HAC | ATARI ST YW CHIT CHAT 7 - DANNY | AMIGA 
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" of Mirage’s Chit 
» Chat demoscene 
news productions. 


W FAIRLIGHT - ANGEL DAWN | AMIGA 
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I guess it took me quite a long time to draw this logo. It took me a while to make it look authentically 3D. | was inspired 
by the great Tristar-Red Sector logo from Terminator to do 3D logos, and I liked painting more three dimensional for 
them from then on. Doing the perspective, to make it look 3D, was quite a challenge back then. Even today I only did one 
logo for Hatred where I used a rendering of the logo with Maya as a base and I painted over it. This one was done 
directly in Deluxe Paint, though I may have drawn the shape of some logos on paper back then, as it feels more natural. 
These days with Graphic-Tablets | use those to paint. 
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I was living together with my friend Stefan 
in Trier in Germany whilst working for 
Eclipse Software. My monitor was on a 
banana-box on the floor of his kitchen. The 
computer on the floor. And I sat in a lotus 
position pixelling that image for two days. 


This loading screen needed to be finished 
for a convention. And that was the time 

I was given to complete it. | remember I was 
tired afterwards. I still see the flaws. But at 
least I delivered in time. 
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I found my mother’s metal 
sleeve-holders one day and was 
amazed by the reflections and how 
the light behaved. So I sat in my 
room bending them back and forth 
to see how the reflections were and if 
I could use that somehow. And 
from that, I did the Flashback logo. 
Mind you, this was in the eighties. 

I don’t think sleeve-holders are even 
a thing these days. This logo took me 
a bit longer than the previous logo 
to do. I can’t really remember 
exactly how many hours it took. 

I simply didn’t keep track of hours 
spent when working. And I still 
don’t. If and when I get into the 
zone, I work on something until it 

is finished. It could be 2 hours, 

8 hours, 24 hours or 48 hours. 

No sleeping, no eating during that 
time. I can’t remember how long 
this piece took. 
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I don’t remember putting that Electra logo 


together, but it’s obviously just a quick thing made aes 9 aa & 
from the font I made based on the bird logo. = & @. = | 
I’m still proud of the stuff we made together back a ERLE 
then. We were so young. I was between 14-18 J 


when I was active in the demoscene. It’s incredible 
to me now how driven and productive we all 
were. That era with computers before the Internet, 
or easy-to-use software, forced us to be creative 
and work hard to come up with results. 
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~~ MELON - HOF | AMIGA ate hale 
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> PHANTOM - BABAR | ATARI STE 


This logo is one of my latest productions in the demoscene. 
That’s probably why it’s better structured and more modern 
than what I used to do. It incorporates some of the 
techniques I learnt during my time on the Atari scene, such 
as rasterization and the use of rasters to modify the colour 
palette during display so as to go beyond the 16 basic 
colours that can be displayed by the Atari ST. 


Here there are roughly two main gradients of eight tints a! i | a 
which are modified four or five times during the display. +a ha 
Inever really counted the amount of time I spent on my 

graphics, I used to draft directly on NeoChrome and then 

fine-tune. I don’t remember any particular difficulty in 

creating demo logos, but as time goes by I find it hard to 

believe that we used to do all this with a mouse. 
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© ANIMAL MINE - SHADOWMASTER | ATARI ST 
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A LUUL- JOVIS | ATARI ST 
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~ DESERT DREAM - R.W.0 | AMIGA 


The overall aspects of any picture or title was 
always my hardest part. The fundamental 
aspect ratios and shapes should be in place as 
the first step, and then I slowly began 
modelling the different parts until it turned 
out to be something I was satisfied with. 

I always drew a paper sketch of the 
productions. I could work on such 

a sketch for a long time before I started 

to work on it in Deluxe Paint. 


Lane 


I have drawn quite a few 
logos over the years, but 
I don’t have any one 
specific favourite. 

I spent a lot of time 
drawing the 

Top Secret title. 


TSS5UFW4, . 
a oe ae JE al 

I used to get a lot of inspiration from an artist called Boris Vallejo, who drew fantasy paintings for the Dungeon & 
Dragons books. I might have done so with this title as well. I often got inspiration from outside the computer world, and 
sometimes I would try to create my own version of a record cover or poster. I was also generally very inspired by Dan 
Malone and Mark Coleman from The Bitmap Brothers, and Torben Bakager Larsen for their amazing game graphics. 


© DCS -IRIDON | AMIGA 
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A REBELS - KRIS | AMIGA 
OUTLINES BY HOF ON PAPER 


A THE PARTY 1993 - DIZE AMIGA 


11 


<4 SANITY - RA | AMIGA 


In those days, logo design was 
all about ideas. You had to have 
a new idea to stand out from 
the crowd. One of the best 
logos I created was the Sanity 
"ethereal flame" logo released in the 
Arte demo on Amiga. This logo 
combined an innovative colour and 
shape technique, a sort of twisted 3D 
(first used on the Interpol logo). 

The most remarkable thing was the way 
it was done, thanks to a very simple trick I’d 

set up: a two-colour brush system. Many sceners 
sought out my method, to the point of making it 
the most copied idea of the 90s. 


~ SWITCHBACK - SLIME | AMIGA 


<4 SCOOPEX - UNO | AMIGA 
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© GOBY TOONS - WILFRIED | ATARI ST 
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A DIGITAL - TITAN | AMIGA 


A GOBI TOONS - NIKO | ATARI ST 


ADRENALINE - FLANKER | ATARI ST 
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© SILENTS - DEVILSTAR | AMIGA | \ 
mf OOM or 


Dream's; dealers 
Git / 


A DREAMDEALERS - ANTONY AMIGA 
<4 DEMONIX - THE ANARCHIST 


COMMODORE 64 


© SANITY - COUGAR | AMIGA 


I remember this logo was quite elaborate as each part of the logo was different from the other. I loved J.O.E.’s fabulous 
TRSI logo, just inspirational. I started sketching the first letters on paper and then switched straight to the Amiga once 

I was sure of the idea. It’s kind of a little "Fantasy story". A logo-that-reflects kind of image. Imagine you have a landscape 
with magic trees surrounding a castle in the middle and a volcano in the background. The scenery comes alive and is 


framed by the dragon and the demon. 
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This logo was inspired by a spray-painted 
graffiti logo from a skate shop called 
"Machine". I was an eager skater and brought 
some photos thinking "Iam gonna do this 
style". This logo was done in 1-2 months. 


SCOOPEX - PRINCE | AMIGA 


A TRSI- REWIRED AMIGA WV LEMON. - FACET AMIGA 
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DELIRIUM - FADEONE | AMIGA 


A ATROCITY - BABAR | ATARI ST 
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ACCS - KSS | ATARI ST 


The little foetus is influenced by the Alien movie and 
its H R Giger vibes. For the simple massive logo, 
Hardwired intro by The Silents and Crionics. This 
logo is featured in the Exhaust demo by ACCS on 
Atari ST in 1993. The logo was done on Amiga 
using Deluxe Paint. My only technique for drawing 
in general was the use of the shade tool which 
allowed you to darken/lighten your lines on each 
pass, like a pencil in real life. I was not interested 

in mastering the manual dithering 

techniques... and it shows. 


“@ RBS - MADE | AMSTRAD CPC 


This is one of my last Amstrad logos designed with 
Amiga techniques created in a couple of hours. 
The inspiration came from a TV show in Canal+ 
(French TV) at the time, And, in a certain way, 
from Uno, for the very sharp anti-alias. 


V DYNAMIX - DREAM DESIGN | AMIGA 


D> MJJ- NIKO | ATARI ST 


An early Atari ST piece of art, 
in a slightly confusing celto-Giger-ish — 
art-style. I’m still pretty happy with 
the rendering of the eye, considering 
Thad no proper reference material 

(did we even exist before the Internet?), 
and no analytical knowledge of how 

an eye is made, or how light works. 

To that extent it’s actually better than 
some later attempts at the exercise. 
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W CAMELOT - VIC | COMMODORE 64 


© LEGEND - THOR | NINTENDO SNES 
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A FLIPO - NIKO | ATARI ST 


The initial inspiration for this one were Facet’s introductory 
pictures to Lemon.’s Groovy demo. At the time, I wanted to 
do something in the same vibe, but with a different, darker 
mood. Arguably, Facet’s faces do stand the test of time better 
than mine, which sorely lacks consistent anatomical structure 
and references. The logo itself is not super inspired and the 
side-by-side composition of the logo and face is also relatively 
weak. 


I stayed for a week at 
my girlfriend’s house 
during a summer 
holiday when her 
parents were away. 
And obviously, 

a whole week 
without your 
computer sounds 
terrible right? So 

I brought mine. 

I remember sitting 

in her parents’ living 
room drawing this 
one. I had been 
playing around with 
3D letters for a while 
and this one just 
came together pretty 
nicely I think, with 
the colour scheme 
matching the 
rotten-tentacle-lemon 
theme. I think this is 
one of the last logos 

I drew before moving 
to England and 
working for 

Core Design 

with Hannibal. 


A LEMON. - J.A.0.E. | AMIGA 
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REFLEX - ELECTRON | AMIGA 


This is a rather early piece of mine, but also probably the first one 
I was satisfied with and also a bit proud of. As a teenager I was, 
unsurprisingly, inspired by Fantasy art. For my part I wasn’t that 
much into dragons and semi-naked women with swords, but I loved 
castles, especially when in a stage of decay. To be able to draw stones with 
cracks in them was a blast... Drawing this took ages and I remember it as being 
work in progress for a long time. If my memory doesn’t play tricks on me, I had 
finished a couple of letters of this kind for some other logo at the outset, but upon 
joining the Swedish group Reflex I was talked into doing a remixed version, 
adding new stone tablets. I’ve always loved textures and light, and also 
typography, but the more mathematical side of this logo, getting the perspective 
close to right, was a real challenge. 


A ELITENDO - LOWLIFE | NINTENDO SNES 


This logo was my 9" logo to be used in yet another intro 
on the Nintendo SNES. Simple, readable. As we had 

to produce an intro every few weeks, I needed to 

come up with something different every time. 
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A MELON DEZIGN - WALT | AMIGA A LIZARD KING - TONY | AMIGA 
120 1993 


LONG 
A ABANDON - NOOGMAN | NINTENDO SNES ~ A VECTORS PART - NOVA | ATARI ST 
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A REQUIEM - DENEB | ATARI ST 


A ESSENCE - GROO/RUFFERTO | AMIGA 
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A OVERLANDERS - WALTER | ATARI ST 


6 DNT CREW - NIKO | ATARI ST 


This logo was done during the Sanom Convention 
demo party. I’m not sure what it was primarily meant 
for, but it ended in DNT Crew’s guest part of the MJJ 
Prod’s (my group, at the time) Anomaly demo. 


For a short period of time this type of palette was my 


default go-to choice. It was heavily inspired by 
various works from Mon/Oxygene and from 


ONAL 
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A THE CRYSTAL STAFE - MADE | AMSTRAD CPC 
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A DELIGHT - QUARTZ | AMIGA 


= SYNERGY - ZANAC | ATARI ST 
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ANIMAL MINE - JMS | ATARI ST 
1993 


A HOODLUM - ANGEL DAWN | AMIGA 


On this logo I wanted to paint realistic light effects, with shadows. This was a challenge for me. I had drawn the outlines 
for the letters on paper first but not the complete logo, just to come up with the shapes. 
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A INTERPOL - RA AMIGA 


BOnT 
A AGNOSTIC FRONT - TITAN | AMIGA 
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SCOOPEX - MADE | AMIGA 


MIND RIOT - QUEL AMIGA 
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~ WORLD CHARTS - ANGEL DAWN AMIGA 
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A TERMINAL STATE - BUTCH | AMIGA A ANDROMEDA - DUEL | AMIGA 
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A STELLAR - ARTIFLEX | AMIGA 


A RISK- DAN | ATARI ST 
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VW SKID ROW - SECK | AMIGA 


W LEGACY - PIXELKILLER | ATARI ST 
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VY EQUINOX - DIEU | ATARI ST 


W MEXX - CRAZY CRACK | AMIGA 


V SKID ROW - AXEL-F | AMIGA 
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W LEMON. - FACET | AMIGA 


W MELON - WALT | AMIGA 
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A ADR - FLANKER ATARI ST 
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I was at university at the time and was seeing all these nice graphics on walls in the subway every morning. Tried to 
emulate them, got some help on balancing the style and letters from a fellow student who was a master at that. 

He sorted my A completely and found the right balance. Refining the lines, keeping enough colours to create the 
anti-alias from orange and purple to black. 


es - RAZOR - ZEBIG | PC 
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” JET SET - ESWAT | AMIGA 


VW FAIRLIGHT - CREEPER COMMODORE 64 


a ed 


A 
% ESS SEAT NIT IR OERET ee 


CAPITAL {490° TRAINER 
eT S 
4 SUPPLEX - FLITE | AMIGA 


I can still remember this logo very well, even though it was almost exactly 30 years ago. At the time, Logo 7 asked me if 

I was able to do a special logo for their upcoming CT 100 and I found the idea of having a logo for just one trainer (Special 
Edition) very exciting. At that time, as far as I remember, it was very fashionable to work with carvings, engravings and 
gemstones. It was created in one sleepless night. 


VIRTUAL DREAMS - JACO | AMIGA 


@ PROPAGANDA 4 - DANNY | AMIGA 


This logo was really an exercise in palette/ 
colour maximisation. It was done in the 
Amiga’s Extra Half-brite mode as a master 
copy of an original painting by Fred Fields. 
Only later did I decide to add the lettering on 
the side after I had gotten a request to provide 
a title screen for Razor 1911's Propaganda disk 
magazine. I still like this for how clean and 
smooth I was able to get this one. 


Upon closer inspection you can see I was 
starting to experiment more with mixing 
different colours to get new tones through 
dithering. Something I still love doing today, 
even though dithering has largely gone out of 
fashion due to the shift from CRT to LCD 
display technology. 


A ARE U EXPERIENCED - NIKO | ATARI FALCON 


This logo is one of my first somewhat successful attempts at 256 
colour pixel art. As hard as it is, a strong constraint, such as the 16 
colours limit we used to have on the older Atari machines, becomes 

a very comfortable framework once you've figured it out. While the 
prospect was amazing, moving to 256-colour palettes, with higher 
colour precision, was definitely a move out of the comfort zone for 
many of us. My earlier tries were significantly clumsier than this one. 


/ GENERATION - COUGAR | AMIGA 


The inspiration for the creation of this logo was stones and bricks. It was quite quick to duplicate and adapt parts of the 
logo once they were done. It was created for Generation magazine made by some friends in the demogroup Nuance. 
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This picture was a bit of work, not the logo, but the image. Probably 

a couple of evenings. My friends always made fun of me because when 
I was bored in school I was always sketching penises and whatnot in my 
books. They were full of doodles. So I decided, "OK, I will give them my 
revenge, so I make a logo/image that makes no sense, with penises". 
Finishing such a silly image.and not deleting it halfway through was the 
hardest thing to do. 


VW SUSPECT - ART B | AMIGA 
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MELON - JOACHIM | AMIGA 


A HEMOROIDS - MADE | AMIGA 


This logo was a quick one in one or two nights 
thanks to a perspective and transparency trick 
I learned looking at Uno and Titan works, 
masters in glass and reflections textures. 
Atlantis demo packs needed to release that 
quickly! This is one of my first attempts to 
simulate glass refraction and later caustics 
and other cool light tricks. Keeping 
transparency consistent and having 

a great bevel polish was the most difficult. 
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A SANITY - COUGAR | AMIGA 


For this logo/picture I wanted to create a kind of dungeon atmosphere. The woman herself is inspired by Boris Vallejo’s 
art. The woman’s hands and feet were the hardest thing to do in this picture. It took some time to draw the whole 
picture. 


<@ EKO - DEF KLF ATARI FALCON 


EKO was an Atari Falcon group. I have 
never owned a Falcon myself. The logos 
might have been designed on an Atari ST or 
more likely with Deluxe Paint on an Amiga 
1200. The EKO logos were very influenced 
by graffiti as it was my other love in life. 
EKO was originally the name of a group, but 
I still use this name as a graffiti artist today. 


A, 
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DCS - NINJA | AMIGA 
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It was one of the first logos I created 
in more than 16 colours on an Atari. 
The logo was created using the 

beta version of DGraph by 

Dune, an internal graphics 

tool developed by Evil Metal 


for the Atari Falcon 030. 

A graphics tool that was 

initially used by other 

invited graphic artists, too. Unfortunately 

the program never reached the final version. 

I just wanted to experiment a bit to give the letters a different look and 
feel. At that time I was really excited about that kind of thing. I guess it 
took me around a week to finish. 


A DUNE - JADE | ATARI FALCON 


A NEXUS 7- ARCHMAGE | AMIGA | 
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A CRYSTAL CORPS - MODMATE | ATARIST = 
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> QUITE UNUSUAL - DANNY | AMIGA 


There was a short time during 
the early 1990s in the demoscene 
era where doing wood 

textured letters in logos was 

a trend. I remember seeing 
Facet and Hof doing some, 

so I figured having a go at 

one too. It was originally 
pixelled for a production 

that later got cancelled, and 

so it sat lingering on a 3.5” disc 
for years, gathering dust. 

I occasionally showed it around 
to people but it took some time before 
someone decided to slap it in front 

of their demo and adopt the name. 
Probably my personal favourite logo. 


A ROOTS - COUGAR | AMIGA 


The idea behind this logo was to create an organic style, reflecting the word Roots, 
the name of the demo. I would prefer the Interference demo’s Sanity logo with its 
clear, bright colors. On the other hand, I like the Roots logo with its pastel colors and 
organic look. What they both have in common is that each character usually has their 
own style, which is a contrary approach to the general logo concept. 
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HUMEUR VITREE - NIKO | ATARI ST 


VE? ge wk 
A funny one, done during a stay at a friend’s place 
(Patapom), if I remember correctly. 
It seems I had a thing with drawing away from home. 
The idea (not the execution, though) of the pierced eye 
comes from an Iron Maiden poster. Signed as "KOIN", 
for the fun, I guess. 


A BADMAG - MADE | AMIGA 
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v BOMB - HOF | AMIGA 


A SECTOR 7 - JCS | AMIGA 


<@ PARADOX - ACID | AMIGA 
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» CULCO-MON| AMIGA 
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 OEPIR RISTI - ELECTRON | AMIGA 


When growing up my family had a small cottage, an old 
traditional Swedish house right in the middle of the 
forest. I loved that place - exploring the forest, the trees, 
the grasses, the small animals. Going through stuff I drew 
as a kid and a teenager, a lot of motifs are within this 
realm. It’s easy to conclude that my inspiration came 
from spending time in that place, which is definitely true 
for this piece. Like many of my pictures and logotypes it 
was in the making for a long time, the forest part was 
originally made as a full screen compo picture for The 
Party Iand remixed in a more compact format for this 
title picture for Oepir Risti. My main contribution to the 
demoscene was, perhaps, the disk magazine Oepir Risti, 
where | was part of the founding staff. It was sort of an 
outlier magazine, writing about a lot of different topics 
and texts on nature were not uncommon. One of the 
editors, Puh, went on to pursue a PhD in biology, 
focusing on fungi, and I myself work within the field 
of sustainability today. So, seen in the rearview 
mirror, this title page for the magazine 

is somewhat symbolic for the two of us... 


Ty 


 <@HAUJOBB - TOMCAT | AMIGA A PROPAGANDA - MADE | AMIGA 
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A ETHEREAL - NIKO) ATARI ST 


This Ethereal and the Arcadia logos have a funny back story. While I was living at my parent’s house, it became relatively 
common for me to get phone calls from abroad. This guy, nicknamed Gregzy, contacted me from the UK, and kindly 
asked for a few artworks for an eventual music disk. I worked on a couple of logos, and we stayed in touch for a while, 
with him phoning me occasionally. Our exchanges were nice, but because of the quality of the landline, my limited 
understanding of English, at the time, and his British accent I’d often only get the overall ideas of what he’d say, 
sometimes completely missing the point, I reckon. 


A ARCADIA - NIKO) ATARI ST 


Eventually, during one of our conversations, he insisted I answer a yes or no question I couldn’t understand. So, after 
having him repeat it a few times, I gave up and answered randomly. He politely said goodbye and I never heard of him 
again. I guess I gave the wrong answer. The music disk was, to my knowledge, never finished, and the logos were left 
unused. 


W AND LOVE FOR ALL - MADE AMIGA RAZOR - ZEBIG | PC 


The inspiration 
comes from the 
comic book 
White trash (for 
Ax! Rose 


* portrait), Dave 
McKean (Z), the 
= R, A and last R 


from my own 
previous logos. 


VW C-LOUS - FRAME AMIGA 
[- 
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A ARMAGEDDON - NOSE AMIGA 


CONSOLE WORLD - LOWLIFE | NINTENDO SNES 
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> SCOOPEX - LOWLIFE | AMIGA 


This logo was designed in 2 days. The most 
complicated part of this logo was the special 
lighting. Stelios had asked me to do a full-screen 
logo for a 40K intro that never saw the light 

of day. 
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W HYBRID - IRIDON | PC 
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‘a DECNITE -TUKAN | AMIGA 
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A DIGITAL ORGASM SYMBIOSIS - MADE | AMSTRAD CPC 
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A CADGERS - OLLIE) COMMODORE 64 aot a 
DOMINATION - ROB | COMMODORE 64 


A THE SPECIAL BROTHERS - SPIRAL | ATARI ST 
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VIRTUAL DREAMS - RA | AMIGA 


© ANDROMEDA - FAIRFAX | AMIGA 


V SCOOPEX - MADE | AMIGA 


A ELITENDO - LOWLIFE | NINTENDO SNES 


This logo was inspired by Rodney Matthews 
typography done in one evening for Nintendo SNES. 
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TRSI - FADE ONE AMIGA 
W RAZOR -ZEBIG. PC 


The group wanted some kind of comic styled piracy look, I tried several 
and they liked this. I tried to make something influenced by Ra I think 
at the time. Very far from his Sanity logos. He created and mastered this 
technique so well! I came back to the original idea several times. 

The lights on the letters were a very big challenge to do. 
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AQ INDEPENDENT - STALLION/DAN | ATARI ST 


\ ESSENCE - FADEONE | AMIGA 


<@ ELITENDO - LOWLIFE 
NINTENDO SNES 
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A MOVEMENT - WALT | AMIGA 


GFH-THINS 


ESSENCE - GFX-TWINS | AMIGA 


This logo was made in one afternoon, there was surely MTV 
running in the back whilst we pixelled it. Yo MTV raps or 
Beavis and Butthead for the win! As far as I can remember this 
is also based on a Slaine comic (Simon Bisley). 


RAZOR - FADEONE | AMIGA 
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V WALT PERFORMER - WALT | AMIGA 
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ANTHROX - DEADLOCK | AMIGA 


RAZOR - ZEBIG | PC 


This logo was inspired by Roger Dean (style) and Uno (digital technique). The most 
difficult thing was to make a readable Z in the shape of an oval, and I failed. 


PRESTIGE - MAGIC | AMIGA 
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W REBELS - SLIME | AMIGA 


A SEQUENTIAL - ARCHMAGE | AMIGA 
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A RAMJAM - FLENDER | AMIGA 
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If I remember 

correctly, [had 

a reference image 

of a crystal of some 

sorts but I was not 
completely happy 

about the result. 

The logo isn’t really that 
good, A is just flipped from V 
and shading is bland. 

R looks nice, though. ij 


A VIRTUAL DREAMS - JACO | AMIGA 


A EFFECT - BLAZE | ATARI ST 


> CRYPTOBURNERS - SOLID AMIGA 


RAZOR - ZEBIG PC 


With this logo I just wanted to make a positive, funn 

5° +) 
joke. Many graphics at the time were aggressive. I played 
on the tone and rephrased the usual Razor 1911 tagline. 
The logo realised in 2-3 hours is of course inspired by 
Jurassic Park logo, the antialising wa a very hard work 
because of the limited palette. 
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W REBELS - SLIME | AMIGA 


W THE NAUGHTY BYTES 
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A VANDALISM - CUPID | COMMODORE 64 


This logo was done 100% on Commodore 64 in Amica 
Paint, in about 5-6 hours. This was a commission and 

I did a lot of logos with that kind of lettering back then. 
Amica Paint has a colour priorities menu that I used 

a lot to do these 3D chars. I would paint the chars * 

in 3 grey colours, paint the fill separately and then * 
fix the anti-aliasing and colour clashes. ‘ 
I wrote a similar tool on the web to be 

released soon. 
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~ ANIMAL MINE 
SHADOWMASTER | ATARI ST A C-LOUS - MRK | AMIGA 
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> VISION - NIKO | ATARI FALCON 


I drew this logo a few days before going to a party 
where we released the eponymous demo. Staying 
at 16 colours made it quick to draw, at a time I was 
getting used to managing 256-colour palettes. 

My little mistake with this 

one is that I released it 

with the wrong 

background colour. 

It was meant to be a dark 
green, closer to the 

darker colours of the 

bloom halos, to give it a misty, 
"vision"-ish feeling. 

I once saw it along with a few other 
demoscene logos in a bootleg 
Spreadshirt shop. 


> OXYGENE - NIKO AMIGA 
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Party-time logo for Vision, done 
during The Party 1995. 
Stylistically, it’s rather consistent 
with the 16-colour Vision logo 
done a few days before. 


\ EFFECT - BLAZE | ATARI ST 


A TRANTIC OF EFFECT - RECTUM | ATARI ST 
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PHENOMENA - COLOR | AMIGA 


VW INFESTATION - MADE AMIGA 
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A DROP ZONE - LAZUR | AMIGA 


“<< TRIAD - MERMAID | COMMODORE 64 
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p> SOUTH SEALAND - R.W.O | AMIGA 


Usually I did a lot of experiments trying to make certain 
effects I tried to obtain, so plans could often change 
during such a title. I often tried to create pictures with 

a story, something that could push the viewer's own 
fantasy. The monster in the bathtub is having a good time, 
and is "watching you" with all its many eyes. The South 
Sealand is a nice area in Denmark (where I still live 
today), so this logo title was an invitation to see you there 
and having a good time at this demoparty held in 1995. 


I believe this logo must have been one of the very last 
Deluxe Paint productions I made for the Amiga 
demoscene. A couple of days off from school 

and it was done. 
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DEMOPARTM 1995 


A DRAGON - TOM COPPER | AMIGA \ 


> X95- DANNY AMIGA 
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The inspiration for this logo 

came from someone else. 

A German shareware company 

had run a competition where 
non-artists could design the X’95 
demoparty logo and the prize would 
be to see their design drawn up by a 
professional pixel artist. 

So there was a paper draft of the design 
which was given to me to work off of. 
The hardest thing really was to integrate 
the X with the markings on the face. 
Looking back at it now, I would’ve 
gone in.a different direction. 
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W IMPACT - TALBOT COMMODORE 64 
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V ANATHEMA - DARK AMIGA 
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. i it sal Raand Niko inspired me for this logo. 


I loved those artists’ logos. I think I even 

stole a shape (the right arc shape of the ‘W’) 

straight from one of them. Here I started 

messing with a little bit of colour variation, 

SPACEBALLS 7 FACET AMIGA using a subtle red with a green/cyan. I was a 
bit cowardly with colours at the time. Back 

then (mid 90s) I desperately wanted to 

release something. I was probably quite 

annoying to most team members back then. 
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One of the few party-time logos I created. It was drawn on-site 
during Gasp, a small demo party in my hometown. 
I was not credited in the 
demo, since I was not 
involved at all in its 
creation, but offered 
to do a logo during the 
rather fun, if eventful party (see the Niko and Clary pics 
from Made and myself). I’m still ha with how it turned out and it is 
probably one of my own favourites. My original work is in 16 colours, but I think A CONTROL ~ NIKO | ATARI FALCON 
the demo version has a couple more, as Made added a background pattern 
- 
f. * 


with some additional colours, also during the party. 


A HYDROXID - NYTRIK | ATARI FALCON nate 


This logo was made for the last demo of my first demogroup on Falcon 030. We all moved to Falcon after the good time 
we all had on Atari ST. Atari let the whole community down with the Falcon. Anyway, I was a big fan of Niko at the time. 
This is one of my attempts to mimic his style. It’s obviously a failure. I don’t remember when it was done and how I came 
up with the idea. 


SILESIA #13 - LAZUR | AMIGA 
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A CORRUPT - LAZUR | AMIGA 
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| A SCOOPEX- UNO | AMIGA 
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<4 EVOLUTION - FLAN | ATARI FALCON 


W XTACY - X-CELL | PC 


EXPOZE - ROGUE | PC 


This logo was one of my last pieces as an active member PROPAGANDA - ELECTRON | AMIGA 


of the demoscene. I would guess 
it was drawn in 1995 upon 
request from Diesel8 of the 
Propaganda staff, a Swedish 


disk magazine. As was the case “ Pe ; 
with many of my logo types and es as é ey 
pictures, inspiration was drawn . ‘ : 

from nature. I loved to try to depict 7 


turfs and moss and trees. Looking 
back at the years when I was 
drawing graphics on the 

Amiga there was definitely 

a before and after Ra, 

in my eyes the best 

graphics artist ever to 

put pixels on a screen. 

At the time of drawing 

this I was hugely 

inspired by his pieces, 

especially his textures. 

I do think I had my own 

take on his style and in 

this logo I think it came out 
particularly well, making this 

my favourite among my logotypes. 
As I remember it there was something of a competition between the two Swedish disk magazines, Propaganda and Oepir 
Risti, where I was part of the staff. We played in different leagues of course, Propaganda being a big player, Oepir Risti 
being popular among connoisseurs of strange stuff like essays about diving and shampoo tests. That competition was just 
ridiculous, but I believe I was hinting at something when putting the letters O R in the turf... 
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» DELIGHT - TRASH | AMIGA 


\ SCOOPEX - MADE | AMIGA 
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<@ STAX - SODAN | ATARI ST 


EKO - NIKO | ATARI ST 


This is me experimenting with simpler, more stylized logos, in 
q the wake of the Eko System logo. It was a quick one-evening 
, job, I didn’t really expect to see it featured in a demo. 
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~~ EKO SYSTEM - NIKO | ATARI ST 


Also mostly done during Fried Bits 95 demoparty. 
Probably the apex of my overly crispy, 
dithering-heavy pixel art style. 

I find it a bit harsh on the eye, nowadays. 
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“4 SCOOPEX - MADE | AMIGA 


When I drew this logo I was still _ 


a student and did not have much 
day time available. It was made 
in one or two nights. It was my 
first vertical logo and one of the 
first on the Amiga. Uno was a 
great inspiration for the vertical 
box with letters coming out of it. 
The most difficult to make was 
the mountains and massive 
anti-alias surface for fluid 
lettering. 
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EPSILON - ANTONY | PC 
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> DEVIOUS DEZIGNS - PSYCHE | AMIGA 
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A BIZARRE - JCS | AMIGA 
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EFFECT - BLAZE | ATARI ST 


SYNDROME - R.W.O | AMIGA 
Le) 1995 


W CREST - DEEKAY | COMMODORE 64 
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W THE BIRTHDAY PARTY 
SNYKER | AMIGA 
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A INTEL OUTSIDE - NIKO | ATARI ST 


HOODLUM - DYONISOS | AMIGA 
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D> TRIBES - DANNY | AMIGA 


This was actually one of the first pieces I did 
using a Wacom tablet and Photoshop. I had 

just joined a company called Domark (later Eidos 
Interactive), back in 1996, to work on video games 
together with TVK and Lowlife. I had been given 
a Wacom tablet to use. 

So I figured I’d practise a bit. It took only a few 
days to finish as in essence it is quite a simple 
painting. The hardest part here was just getting 


having pixelled with a mouse in Brilliance and 
Deluxe Paint for all those years. 


<@ PULSE - NIKO | PC 


The gold Pulse logo suffers from a bit of clumsiness 
here and there, but I like the atypical (for my work) 
colour scheme, the relative soberness of the 
lettering, and the effectiveness of the halo ring. 
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| 4 << PASSION - PROWLER | AMIGA 


My first (and only?) serious 
attempt to go for Ra's graffiti style 
logos. The shape of the "A" is 
inspired by the green Sanity logo 
from the Arte demo by Sanity. 

To my surprise, this logo is fairly 
well-known in the scene, as it was 
one of the last things I released for 
Passion. | remember it was a 
painful exercise that I spent 

time on for one year before 
completing, done in free hours 
during my year in the 

military service. 
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"e A ABYSS - CYCLONE | AMIGA 
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A DARK MOON - TEES | AMIGA 


This logo was created for an Amiga space shooter game that eventually came out on 
PC, inspired by space shooters and a few albums with sci-fi artwork borrowed from 
a friend... The hardest was keeping it readable and organised despite the amount of 
textures and details that I tried to squeeze on it. 


A TPOLM - THOR | PC 


~ SUNRISE - LAZUR | AMIGA 
V ATOME - NORM | AMIGA 


 EPHIDRENA - LOADERROR 
AMIGA 


»> WALHALLA - ODIN | AMIGA 
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CRUX -LAZUR | AMIGA 


W TRSI - DARK | AMIGA 


FLIRT - FLAN | ATARI FALCON 


W BYTERAPERS - JATE | COMMODORE 64 
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A SUPREMACY - ARTEK | ATARI ST —* oy 


> HOODLUM - PHASE AMIGA 
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A FAFRARA - FIVER | AMIGA 
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PARANOID | ATARI ST 
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‘a CRUSADERS - INTEC | AMIGA 


IMMORTALIZE - AGENT T | ATARI ST 


A SHOCK-DAS PC 


y PRODIGY - NERO AMIGA > REBELS - ERACORE AMIGA 
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A CREAM - AGENT T | ATARI ST 


COSMIC TRANCE - NERO | AMIGA 


a QUEEN SOFTWARE INC 
PARAON | ZX SPECTRUM 


\ KONGO - MAGNETIC RAGE | ASCII 


A CASUAL INSANE - SPIV | AMIGA 


<@CNCD INSIDE - DESTOP | PC 


ROM - GFA-TWINS | AMIGA 


The inspiration of this logo was a snip it from 
a Slaine comic drawn by the great Simon 
Bisley. Artur sketched the R and the M. Those 
signatures were always hard to make fine 
something cool, that’s why 

we left things simple. 


© SUBSPACE - MRK | AMIGA 


eS About this logo...I had a thing for Angeldawn’s 
= . oo Hoodlum logo. That one had that epic symmetrical 
{ae £ idrhon, proportions, colour and lighting. I’m sure that must 


’ : have played a part. I do remember being fairly 
A HYPEROPIA - JAMON | pc pleased with this one when it was done. 
Even if the two S are quite different. 
MS-DOS demo released in August 1996. Old demo, old logo. 
Created with Deluxe Paint. 
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A MELON - JOACHIM | AMIGA 


This logo was made in a couple of hours, it was a quick one and painted straight to Deluxe Paint from imagination. It was 
part of the demo Outside, which was a homage to the very cool CNCD demo "Inside". They had rappers and cool people 
posing in front of demo effects, so we decided to make pigs with the same poses. We were a bunch of young drunk guys 
that decided, let’s make a demo for The Gathering quickly... we didn’t have fancy coded effects like the Inside demo, so 
pigs would have to do the trick. 


5 SUBSPACE - MRK | AMIGA 


ge | This logo was done in the mid 90s. I remember spending 
Hee more time than I wanted due to the pixel-wash style I wanted 
; to achieve. I don’t think I ever finished it, instead just stopped 
and sent it over. I wanted to go nuts with colours! Ra’s med-res logos were 

a huge inspiration - How he would mix highly saturated colours and also 

bright and dark pixels next to each other. There’s a certain shimmer/glitter 

effect that happens then, that I was trying to achieve. Looking at it now, 

ff the letter shapes feel very uninspired I must say. There is a bit of overall 
orn movement and momentum in there though. 


I think I finally found my style with this logo. The Resurrection 
logo was drawn for a demo project I worked on together with 
Jace/STKnights, Llama/.tSCc. and Tao/Cream back in 1997, 
which sadly was never released. 


A RESURRECTION - MODMATE | ATARI ST 
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A COCOON - NYTRIK | ATARI FALCON 


This logo is really old. I think it was made during the year 1996 and released in 1997 in a PC demo called 2"! World. I was 
still using my Falcon 030 at the time. The logo took me a long time to do. I was living in the UK then. I was sharing a 
house with other students in Leeds. My computer screen died while I was drawing this logo. I was obliged to use the TV 
in the living room while everyone was asleep. The style is obviously very late 90’s with different styles per letter. 


I feel it's a bit all over the place today. = SCENIAL NIKO | op 


This is my only high resolution (640 pixels-wide) pixel art, aside from the early multi-screen Anomaly logo, from the 
Anomaly demo introduction. There’s a small unshaded area, I forgot to work on, behind the loop of the E letter. It’s 
initially a 16-colour artwork. I don’t know who did the multicolour variations. 
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TBL - TUDOR | AMIGA 


_ VICTORY linia DM | COMMODORE 64 


fe PS a PET 


"W ANATHEMA - WADE | AMIGA 


185 


P | 


f nse oat me 
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A PULSE - LAZUR | AMIGA 
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AMIGA i 


 ETHOSS - TWINS/SKY | PC 
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As SECTOR ONE - EDO 
ATARI ST 
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A REBELS - KRIS | AMIGA 
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A GARTER - FAME | AMIGA 
SCOOPEX - KID | AMIGA 


TRIAD - TWOFLOWER | COMMODORE 64 


This logo took a while. Started in 1997, published five years later. First the main logo was drawn on paper, scanned, fixed 
up and was left lying around for a while. By chance we received a disk cover - Tooth Fairy - from Junkie/Extend, which 
made us include the bird and build the demo Over the Edge around the logo - I recall us working on it on The Party 1997. 
The logo does not adhere to standard Commodore 64 modes and ended up as using black hires with underlay sprites. 
Masking the sprites was no doubt the hard part. 
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This logo was done in Amica Paint on es 
Commodore 64 and it shows just how well — 
you can anti-alias outlines when you use ) - ch 
mid-grey as the background colour. Of course, | ae | 

the mix of upper and lowercase letters is odd, a 


but I love the stacking, A NOSTALGIA - CUPID | COMMODORE 64 


<@ COCOON - NYTRIK | PC 


This logo was done on a cold afternoon in January 1998. 

I just imitated the style of Slime's famous Rebels logo for the 
A1200 Switchback demo. I had just left my former group, The 
Naughty Bytes, and was looking for a new group to join. 

So I wrote a letter with a disk containing this logo to 

Lotek Style (then MC Laser) asking if .tSCc. 

is looking for a graphics man. 
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W SOMA -ADAM AMIGA 
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W SPACEBALLS - BOO AMIGA 


AREDAS 


W CREST - DEEKAY COMMODORE 64 
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A NEBULA - ADAM | AMIGA 


7¥ PULSE-TEES | AMIGA 
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A LEGEND - ZELDIN | COMMODORE 64 


A PHASE ONE - LEUNAM | AMIGA 


A RAMSES - ZARC | AMIGA 


A IRIS - BANDY | AMIGA 


ABYSS - JAMON | AMIGA 


This logo was released at Mekka Symposium 1998, 
ranked 4 in the 40k Intro Competition. Created at the 
invitation of my friend Pink. 
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COCOON - NYTRIK PC 


This logo was made for the Shad 2 demo released in 1999. I was using Photoshop heavily at the time. You can notice some 
very unsubtle distortion effects in the picture. I guess everyone was fascinated by Photoshop at the time and how easy it 
was to make pictures. The Shad 2 demo was a monster project. I spent almost a year creating the material for it. This logo 
is a good example of the style I wanted to give the demo. This would become the Cocoon trademark: dark industrial. 
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ATARISISTANCE ‘A SPELL BOUND - CYCLONE | AMIGA 
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~~ REVELATION - SPLIF | PC 


at 
| | fn - 
> NO EXIT- NVTRIK | PC Hy, 7m 
A side project I made with the nOmad group. I made . a 4 / y. / A 
that logo years before the demo was released. It was ‘ a » am -* 
originally made for the last Hydroxid Falcon demo a, 1 co . 
but the group stopped demo activity before It could é a, ? bay 
be used. I managed to reuse it in the nOmad demo. ‘a Oe 9 é “a ' a vw 
I really like this one because of its density and oy : . pee) 's / 
the fact that it was not only letters. The character ff : “send Fr . 
is copied from a French illustrator called Caza. w “ f A > 
This one took me a long time to do, considering —* b: cr 
I added elements over several years. — m ss 
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A LATEX - LUNIX | AMIGA 


ABSURD - BUDGIE | AMIGA 
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W PARADOX - SENSER/SPLIF | PC 


When I joined Paradox I was 
asked to do a logo for a big 
project. I was lame at true 
colour so I asked for a co-op 
with Splif. He accepted and 
transformed the crap into a 
top notch logo! The Paradox 
leader yelled at me, because 
this logo was planned to be 
used on our new homepage, 
but I also gave it toa 
PlayStation coder that 
released the intro before and 
the leader was not happy 
about the disrespect 
of the timeline... 


CREAM - AGENT | ATARI ST 


> DUNE - MIC 
ATARI ST 


This logo had to be 
massive since it was 
supposed to be 
mapped on a 3D 
object. I thought 
adding a lot of 
details would be 
needed here so 

I took some 
inspiration from the 
great logos of Rank. 
You can find a very 
tiny reference to 
Equinox in the logo. 
Creating all the 
details and still 
keeping the logo 
readable was a real 
challenge. be 
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» AINGELS - BLACK | COMMODORE 64 
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A IVLON- BOOGIMAN | AMIGA 


<@ NEWSPRESS - CUPID 
COMMODORE 64 
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> REBELS - ILLUMITIE | PC 
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A CREST/OXYRON - MERMAID | COMMODORE 64 


@ ORANGE JUICE - MADE | PC 


“TORMENT - SPINY | ATARI ST 


This is one of my earliest pieces, this was done way back around 

a 1998, and ended up getting used in our demo for the Pre Millenium 
Party in 1999. This was 100% done on my Atari ST and I remember 
doing a few pixels here and there for weeks, I’d fire up NeoChrome 
in the evenings and move bits around and redraw other parts. Even 
though it’s technically a four-colour pic, it took ages to get how 

I wanted it. I’m always looking for photos or art or graffiti for 
ideas I can work with to make gfx and this is no exception. 
At the time, the comic 100 Bullets was being released, 

and this pic is my version of a panel in one of the 

issues. The text was an early attempt at a graffiti style font, 
based on something I saw in a Subway Art book 
I think, it was a long time ago. 
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A TNH - TINKER | ATARI ST 
A MAWI- COMANCHE | AMIGA 


V MEASURE - LAZUR AMIGA 


BERLIN - JAMON | AMIGA 


W MYSTIC BYTES - ST SURVIVOR | ATARI ST 


IRIS - JUDAS | AMIGA 


One of the very few pictures 

copied from an existing 

picture, a metal band album 

if I remember correctly. 

The logo is original though. 

I underwent a tool crash that had 

me realise I had been painting for about 
4 hours on end, with nothing having been saved! Luckily 
I was told to restart right away, which I did...and there it 
was! 


W ENDZEIT - JUDAS | AMIGA 


OXYGENE - NIKO | ATARI ST 


This logo actually appears in two different productions. Before featuring in the 
STNICCC 2000, it was used in a small 1994 Amiga demo called Another Dream 
Now, with a different colour palette designed by Mon/Oxygene. When 
Leonard/Oxygene reached out to me for a possible original artwork for his 
STNICCC demo, I had completely forgotten it was not that original... 
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~~ DESIRE - LOWLIFE | NINTENDO SNES — 


I was killing time coming up with ideas for 
our demo when I created this logo, 

the hardest part was keeping it legible, 

it took me two evenings. 


<@ OXYGENE - MON | AMIGA 
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LATEX - LUNIX | AMIGA 
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A GODS - TYPHOON | AMIGA 


W DHS - EXOCET | ATARI ST 


W CHAOS CONSTRUCTIONS - PROF4 


(TRAINERS; © 


This logo was finished within a night, made in early 2000 for the 
intended use in a trainer/intro for Rayman on the Game boy Color. 
Inspiration came from the Dragon Warrior Monsters logo - I saw it 

and thought "I can do that better". Still think I did. Hardest to get 
decent was the shadow and position of the letters. C and L don’t 


adhere to the rest and should have been bigger. 


A RAZOR - FERREX | PC 


~ POTION - RORQUE | AMIGA 


This is a funny story. Going to 

a party, maybe a Satellite, we 
met the group from Potion on 
the train, and word for word 

I think I told Skip that I didn’t 
like the logo in their last intro, for 
which I got a "make it better" rep. 
But I took it seriously, and some 
time later I sent them the logo. 
It’s also funny how I sent it to 
them. Those were heavily 
pre-Internet days, at least I had 
very sporadic access at the time, 
but I was frequenting the publi- 
shing house of the Polish Com- 
puter Arts/Playstation Magazine 
or Amiga computer studio at the 
time, and after talking to one of 
the editors I sent it from his email 
account. The guys got it, they 
even put me in the credits, 
although the logo afaik was 
never used, it was just 

too heavy for the intro. 
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A PLANET GOA - RORK  AMIG 


This was probably my first logo that I was reasonably happy 
with, in retrospect, quite unnecessarily. 

It was the point at which I was enthralled with the style of 
Destop, Niko and. Made, and it’s some sort of outgrowth 

of their styles. Of course, today I would do it completely 
differently. | overdid the embellishments, and by having too 
uniform a weight of colour the lettering gets lost a bit. The 


shape itself seems reasonably OK, just need to clean it up a bit. A PARADOX a H20 SONY PLAYSTATION 
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V PARANOIA - STRANGE | COMMODORE 64 


A SECTOR ON 
ATARI ST 


MODE? - MAZ NINTENDO GAME BOY 


~~-@RESISTANCE- B | NINTENDO GAME BOY COLOR 


W PARADOX - GERM > SONY PLAYSTATION 


Most of my demo days were completed with Geist, without whom I would not have done anything. We made a prolific 
duo. He was the technical part while I was more into creativity and discovering fields (comics, graffiti, etc.) so 

we would stop from making Boris Vallejo or heroic fantasy stuff that most artists were doing in those days. One day 

I remember he showed me his screen "I found something, look!" And he made super low def artwork... That was how 
"our style" was born. It allowed us to fill in with coloured pixels faster, and also to create some kind of style instead of 
jumping to high long compositions trying to be super clean and photo-realistic. So we split the task... | made the original 
artwork/sketch, he reproduced it on screen, and then we filled it up together. He was the one making this "smoothing" 
technical move that was absolutely beyond my skills and willpower. Paradox came a bit later... Geist went and learned 
3D, while I did Photoshop. It was an in-between moment when I started to work on the PC with a tablet, and I still made 
some hybrid compositions between pixels and learning Photoshop. In those days, work was kind of "abstract". I still have 
a lot of memories and nostalgia when I look back at all this scene effervescence. I was not the most active or prolific guy, 
but I spent hours killing my eyes and ears on pixel and chiptunes.... I loved the energy that was involved there. It was 
really a nerdy, geeky time, and at that moment, it wasn’t super fashionable to be a geek. 
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A HOS - KENET PC 


W PARADOX - GERM SONY PLAYSTATION 


It was pretty fast to do this logo. I just used a PC with Photoshop and pasted a texture I created 
inside the letters. The font itself was an existing one so it’s not that state-of-the-art. Sorry to kill the 
vibe. I wanted something refreshing and funky... So I tried to follow these Melontros with 
Crayonshin Chan cute characters. I did this logo for a cracktro, while I was 

working for a video game company, 
Dare or die. (Did it while working.) 
The hardest thing was trying not to 
raise the attention of the manager. 
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This logo is from my Brown era. I was attracted by the desaturated colours I was using 
in miniature painting. The logo was made in one day. Making dynamic writing with 
few letters could be tricky. The logo could quickly become unreadable. 
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I loved painting this logo, despite its unfortunate fate as it was 
supposed to be used in a production that was never completed. 
It dates back to 2003 and was intended for the release of Error 
In Line 3. Once again, you can see the use of my 

beloved metal/fire palette. 


A CHECKPOINT - EXOCET ATARI ST 


That logo was made back in 2003 so my recollection of the process is spotty, but I believe this must have taken between 
5 and 10 hours. The hard parts were getting the overall lettering finalised (something I’ve never been very experienced 
with) and deciding on a colour scheme. The shading itself was relatively quick and isn’t particularly tidy. 

The logo was used at the very beginning of the 2003 Atari ST demo Posh which is extremely impressive from a technical 
point of view and includes an incredible soundtrack by 505. 
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ATARI ST 


A SCOOPEX - DIODAK | PC 
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_ This logo was actually some kind of come back logo 
made in early 2002. I had to get back into pixels and 
using Neochrome Master for the rasters. Also I had 
to figure out how to bridge my work between PC 4 
and Atari ST. It had to be Xmas/Winter themed. 

It has, I think, some Walt/Melon vibe in it. 

It was tricky to export all the colour palettes to 
Neochrome. The snow effect was the hardest thing 
to do on this logo because it had to reflect 

shape a volume. 
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This logo was made at school during a computer class in one afternoon. I remember I was a 

asked to draw something hot and red, but to make it bright it was highlighted using white A HADES ASPHYX | PL 
instead of yellow. The hardest thing was to do the quick and small gradient from pure black 

to pure white. 
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ANTIQUE TOY 2004 - RAYNOA | ZX SPECTRUM 


This logo is inspired by lettering and calligraphy 
drew in one week. 
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STARSOFT BERLIN - PPS | ATARI XL 
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This logo was inspired by the Hercules 8088, which was my very first 
computer at home. The terminal was black with green letters. I always 
associated ASCII and text art with my very first computer. This logo 
is the loader screen of ACiD View 6. It was drawn in one week, the 
hardest thing to do was having a dynamic but readable letter shape. 
Because it’s the first thing you see when running 

the application, it has to be 
easily readable. 
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HOODLUM - ALIEN PC 


SCOOPEX - GFX-TWINS | PC 


This logo was kind of a lunch crunch. Took about 2-3 lunchtime breaks. It was one of the few 
actually not done in Deluxe Paint but in Photoshop on PC. The inspiration came from Ra, 
always loved his sponge-looking dithering style. 
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This logo comes from the period when I was 
painting Rackham miniatures. The waving 
shapes and the arabesques are inspired 

by the painting style of this French 

war game company. It’s a birthday 

gift. Nerv was an IRCfriend 

I liked a lot. I wanted to have 


something a bit different than 
the logos used for keygens. 

I was more free to do what 

I wanted, because it 

wast’ t a request. 
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I cannot remember when or how 
English musician and 
wizcoder gWem got 
in touch with me 

for his STJ project but 
I know he liked 

my dark style. 

I guess I doodled *. 
the letters a bit on 
paper, then got 
started and as usual 
it got out of control as you can see if you Hs 
zoom in on the creature’s face. Even though =~ 

I cannot count the hours spent making the 

logo, I guess it can easily amount to about ten 

or so, yeah, I am a slow painter. 
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This was my other contribution to gWem’s amazing 
set of tools that are now commonly used by most 
Atari musicians out there. Once more 
I made some quick sketches on paper, 
then got started. I made a second 
version with a darker bulb 
and gWem had them flip 
pretty fast on 
screen so that 
you could think 
the bulb was 
actually lit! Not sure it took 


a me so many hours to paint but you can 
spot myriad pixels here and there, 


Fe | , something quite usual in my work. 
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This small logo was used for an Atari ST intro in 2006 and is quite standard in every aspect. The logo could only be 32 
pixels because it had to be displayed in the bottom border of the screen (outside the standard resolution) to make space 
for a beautiful fullscreen rotozoom above. I modelled a cogwheel in Blender (probably version 2.30 back then!) to use 


as a reference point for the perspective. 
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This logo was a collaboration between me 
and LordMxX, made in 2-3 weeks. 

The inspiration was definitely graffiti art. 
The hardest thing to do was the 

Hires render in Photoshop. 
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DEAD HACKERS SOCIETY - EVIL | ATARI FALCON 


> PARADIZE - MINZ | ATARI ST W INCUBE - RAYNOA | PC 


The inspiration for this logo came from some side-scroller platformers games. It was 
3D-based and then overpainted in Photoshop. The 3D scene was rendered very 
slowly on my old PC. 
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This logo is inspired by the good old Amiga logos that mix different 
styles/themes into one, the best example being Cougar’s Sanity logo in the 
Interference demo. This logo was designed for a small, unreleased Nintendo 
Game boy Advance demo. Since then, it has been used in a few Atari Falcon 
demos. I was able to use a wider palette because it was to be used on the 
Game boy Advance. The fire effect was particularly complicated to set up 
because it had to be somewhere between realism and painting. 
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It’s the first logo I made when I returned to the Atari ST 
after a 10-year break. The inspiration came from Amiga 
demo logos from the 90s. 
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p> VISION- SANDER COMMODORE 64 


I took inspiration from demoscene logos on Amiga 
in general, but particularly from Angeldawn, who 
has created some classic logos. This logo was the 
result of a lost bet with Hein of Vision, but I gladly 
took the opportunity. I recall it as a fun thing to do. 
The hardest thing was the typography itself, it was 
the first time I paid proper attention to that in 
pixel art. The logo was drawn in over 40 hours. 
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OFFENCE - PAL COMMODORE 64 


This is not a logo but part of a scroller, 
but it took like 4-5 months to get done 
the right way. I was nagging the coder 
and always keeping the shadow in all 
my designs for it, and in the end it 
happened because Stein is the best 
programmer ever. At the X Party 

the whole hall exploded when there 
was life in this scroller. 
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This logo was a collaboration between Iks, 
Alien and me. I started and did an 
Alk 3D Sketch, because when 

I did the Titan 3D logo for 

Evoke 2010, and Alk had 

seen previews, he 

asked me to do a 3D style for him. 
Maybe because I was a little lazy because 

I was spending so many hours making the 
logo for Evoke, I didn’t work on it further, so [ks and Alien 
took it and made this nice logo out of it. Alien did the shading and effects 

and Iks then added some designs, tags and stuff. I only did the 3D letter sketch 
itself, the outlines of it. Which didn’t take that long, was done quickly and went 
well, in an hour maybe. Can’t say how much Alien and Iks invested in it, but 
most will be on Aliens side, like shading and effects. Everybody who does 3D 
graffiti styles has to give props to the first master of it who took it to higher levels, 
the great Daim himself. 
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I think the best ever made was the grey 

3D Titan graffiti logo as an entry for 

Evoke 2010 with green elements 

through it. In this I put in the most 

work of all because I have a big respect for 
that demoparty and as my first entry, 

I wanted to leave an impact. Also, I 

wasn’t a member of Titan for that long at that 
‘ time, so I wanted to show what I am able to do. 
The logo was drawn by hand 

with pencil on paper, finelined, 

and I then did all the rest in 

Photoshop. It was a lot of time 

I invested in the idea (the first 

Transformers flick was still new then), that it should have 
the look of brushed, heavily used steel like the Transformers 
looked back then. I thought it looked really cool in that movie, so I tried to make the surface and style of 
shading look like that. The shadings and highlights, really done with a mouse (because my graphic tablet 
back then sucked), took a lot of time and surely were the hardest things about it. Getting the scratches 
look realistic was kind of a struggle with the mouse. But in the end I was really happy with the result. 
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- Ihave had the original logo on my hard disk since 2009, 
and then made a pixel variant from it. I love typography 
and just wanted a harmonious hand letter logo, which is 
readable but still as funky as possible. I love logos on 
black but in this case there should be no black 
background. The logo was done with a Wacom Tablet 
directly in Photoshop and took me about +/- 20 hours 
in execution. 
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This logo was not requested, I initially made it for , 
practising. This is a pure Amiga style, created in 8 hours. . 
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V CAMELOT - BIZ KID | COMMODORE 64 


W THE BOARD - TMK | ZX SPECTRUM LOADING - PAL | COMMODORE 64 
This logo was hard as I really 

g ae wanted to create a Will Eisner The 

Spirit kind of logo but with cold 


and warm light/shade. I think it 
took me about a week to mock up 
the shape and then a whole other 
week or more to pixel the texture 
and details. The hardest thing was 
to make it really special in light 
and also add the rock type of 
crackelations in it after shading it. 


re are. 
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I fully designed this intro. I am really proud 

of this. We made 2 versions, one for real cracks 
and one released at the Facebook old-school 
cracktros competition in 2011. 
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logos many years ago. The original was 


This logo was based on two letters from a different 
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apparently done in 1993 but never used. 


logo. It took a while to draw the missing letters to 
i make Torment but not as long if it had needed to 


le a be done from scratch. The original logo was by 
Baldur, and sent to us with a few other fonts and 
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This was one of the first logos that I painted after my scene days. I got asked for it and did it on my Amiga 1200 around 
oO J J oO J Qo 

2011 or so. Just getting into it again after not doing pixel art for a long time. | wanted to harken back to my old style but 

also use the experience | gained in the 25+ years in between. So liquid metal is the "creamy filling” on this logo. 
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FUTURE CONCEPTS - YAZOO | COMMODORE 64 


TORMENT - SPINY | ATARI ST 


This logo only took a few hours. I had made it before 
deciding to use it for the little intro we did for the Sunrise 
Party, which is why the text underneath isn’t very 
inspiring, it was added at the party place after finding the 
logo in my "not used yet" folder. This was inspired by me 
seeing the logo of a skateboard grip tape company while 
putting together a new board setup and thinking the 
typeface could be rotated and tweaked to make 
something that looked good. In the original, you can see 
the T is a rotated J and where I mirrored some of the 
other letters. The famous quote attributed to Picasso is 
never far from my mind. 
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FAIRLIGHT 


SHINE COMMODORE 64 I started my comeback in 2012 with Fairlight logos. So, after a decade, I tried 
again. This logo is barely inspired by another Fairlight logo (made in HiRes). 
It took me a few days to make it, creating the shape and the 


"golden" screening was the hardest part. 
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Cyclone’s Abyss logo is one of the best there is, and 

I guess this was a try to match his work. I must have 

altered the design a dozen times before finishing | 
rl 


this one. Some letters still look shit - seems like 
I always have a hard time to find the right 
balance in these graffiti style logos. There 
is also a time-lapse video of the 

creation of this one, used as an 

album cover. 
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This is probably the only logo I’ve done that I can say I’ve finally reached the level of Niko’s logos. Made for the demo 
of the same name released at Revision 2012 (1* place Amiga demo compo). I had a lot of free time when we were making 
this demo, so I decided to treat this demo as an assignment with a short deadline, ended up working 16 hours a day for 
a month, and did 2D and 3D graphics for the demo. A cool experience, showing that if someone paid for making demos, 
the quality of those would certainly be higher. Unfortunately the culture of making demos a week before the party in the 
so-called in-between is still alive in the demoscene. 
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When I was in Delysid we made 
anew demo which needed a name. 
So I searched for a name with 
special symmetries. Fastest logo 
with a lot of amazing feedback. 

It was a surprise to me. 

Made in one hour. 


V AVATAR - SAEHN COMMODORE 64 


A TRSI- TITUS | COMMODORE 64 
2012 263 


W GENGIS PROJECT - ILLMIDUS 
COMMODORE 64 


ill 


| 


| 


\ 


rT 


» COMALIGHT 13 - YAZOO | COMMODORE 64 
264 


2012 


TRSI-- ALIEN | PC —— 
ARTPHOSIS - PAL | COMMODORE 64 


LEMESi& AROORLT - RLLEAT NO LittiTs 
* —— | | 
oe — | | or 
A GENGIS PROJECT - ILLMIDUS | COMMODORE 64 


MUDA - UKKO | ATARI STE 
oie 265 


| |W CENOTAPH - THUG | NINTENDO GAME BOY COLOR 


«| a # 
bee at 


“iy 


A 502 - KENET | AMIGA 


STK - DIEU | PC 


W NOICE - PIESIU | 2X SPECTRUM 


“ay 


a 


266 


A NOICE - FROST | ZX SPECTRUM 


> OFFENCE/PROSONIX 
PAL | COMMODORE 64 


This logo was in the 
works for a year 
«together with the whole 


al part that holds like 


40+ Koala images and 
also vertical effects (We 
had visual effects in 
different Y positions 
during the long 
streaming scrolling 
image.) - A part of the 
never ending story part 
at X Party. One of the 
hardest things about 
this logo was keeping 
my lighting coherent in 
Koala format and the 


was to let the logo be 
released even though 

I had not done the 
background of it 
properly - it is just some 
really fast pixeling in 
dark blue just before 
the demo deadline. The 
fun thing is that 

I showed this logo to 

a friend on my phone 
and he said: can you 
make that on the 
Commodore 64 you 
think? I answered, it is 
a Commodore 64 Koala 
image. He just went 
totally silent. 


absolute hardest thing “pS 


pbisip 


© SYNAPTIC DISTORTION - MARAUDER | PC 
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> OXYRON - VETO 


E64 


COMMODORE 64 7 


268 


2012 


ARSENIC - VETO | COMMODORE 64 


VW JAPAN - NYTRIK | ATARI ST 


FUJIOLOGY - BRACKET ATARI ST 


This logo was for a TSCC intro for Atari ST. Something 
very Atari-like was requested. Ukko did very good 
work for the rest of the production, | guess 

I ripped some dithering ideas from him. 


— Se a ee V CENSOR-NiM | COMMODORE 64 
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COCOON - KENET | ATARI ST 


W BRAINSTORM - KENET | PC 


‘DUAL CREW-DEVISTATOR = : 
COMMODORE 64 = . se 
ey 


2012 
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“@ CENSOR DESIGN - PROWLER =COMMODORE 64 


This was one of very few logos I made on my own 
initiative - created for the 3-colour-logo compo at CSDb. 
= Inspiration came from the Psygnosis logo, with a twist on 
I DELP 1 ‘a —" the O. The 3-colour limit was a nice challenge, and my aim 
Is } eee Bh) ee | A fl nee was to make a futuristic yet graphic logo. I did not fully 
“Mag, i ee *.. “understand the chars limitation until after the first version 


“= was done. Thankfully it was an easy job to adjust it to fit 
the 255 chars limitation as well. 


~~ SCROLL WARS 
PAL COMMODORE 64 


I spent about 37 hours on 
this logo, and was 
struggling with the woman 
to make her be great while 
at the same time also shading in 


letters to be special and not normal Commodore 64 graphics. I must say I really wanted to create a Roger Dean kind of 
logo, so I think I did it quite well, though his designs on a clear canvas would have been much more outgoing in shapes 
and the like. I had to limit myself inside tiles in Koala format... but I think I captured his vibes in this one. I tried to create 
more women’s postures but they all got too sexy or adult-ish in a way. I had to make sure it had the same feel all over and 
not be too creative in the shapes of the letters. 


ARSENIC - DEVILOCK =COMMODORE 64 
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LAXITY - DEATH | COMMODORE 64 


A SVENZZON - ALIEN COMMODORE 64 


TITAN - ALIEN | SEGA MEGADRIVE 
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> ARSENIC - DEATH a 
COMMODORE 64 : 


> HXS - GRASSTUST 
COMMODORE 64 
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CENSOT; ~*~ “DESIGN 


p> CENSORE DESIGN - MIRAGE COMMODORE64 = = 


» LEMON. REDUX - PROWLER | AMIGA 

This logo was a last-minute reply to help from Magnar 

and Paradroid, and I was happy to help. One aim was to ‘ 
match Facet's style in his old graphics from the original 

demo, with a 16-colour limitation. The leaves in the 


background actually caused some headache, but I think 
it all turned out OK, and the demo was successful 
in the compo. 
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VW SPIRES - ALMIGHTY GOD COMMODORE 64 


MAYOR THE USER | COMMODORE oo ol’ - a . i> 
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<@ FAIRLIGHT - PAL 
COMMODORE 64 


pol 
ea 
= * 
me 3 4 
? ae z 
s _ “7. = . - 


2013 275 


~ ACTIVE- DEATH | COMMODORE 64 


A DESIRE CHIP CHOP - ALIEN | AMIGA 


A F4CG - SMASHER | COMMODORE 64 
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DIGITAL REALITY - DEAKS | COMMODORE 64 


<< TRIAD - TWOFLOWER 
COMMODORE 64 


Originally made for the "3-Colour 
Logo Competition 2013", but deemed 
too ugly to compete by my group 
mate Bepp - so I held on to it. 

I started making a font "Banjo Fever", 
2x2 (unreleased) which was used as 
a base. I started to toy around with 
the thought of making the logo 

_ invertible, added a couple of colours 
s (5 per logo) and made it in a standard 
Commodore 64 bitmap, extending 
the colours to the border. Top logo 
ended up in the Super 16 demo, 
bottom logo has so far been unused. 
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bornictever 


A WHELPZ - RORQUE | AMIGA 


Thad actually forgotten that I had made this logo, so I don’t remember much of the process of making it, or even the 
demo in which it was used (We Can Code Again demo by Whelpz). | certainly continued to try Destop here, same 
mistakes as with Planet Goa, worse shape of the logo itself. 


W LAMERS - ODYNIEC | ATARI 800XL 


{ OFFENCE - PAL | COMMODORE 64 


This logo was massive, it took me almost 4 weeks of insane 
hard work to do. The inspiration and momentum to make me 
create this one was that I just wanted to pour splendour on our 
new members, pure love - all heart. I think the most fun I had 
was when I added the sick animated puking people outside 
MACX doctor office and some insane explicit cut away 
animations of adult workings around the bars. 
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ALPHA FLIGHT - XENOX | COMMODORE 64 
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HOKUTO FORCE - RAFFOX COMMODORE 64 


© GP- RED CRAB COMMODORE 64 


V HEMOROIDS - PANDAFOX | PC 
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A RASH - GRASSTUST | COMMODORE 64 


PRQSUNIX 


W TRIAD - VENT | COMMODORE 64 \ PROSONIX - PAL | COMMODORE 64 
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A EE a. BS A KONGO - CARRION | COMMODORE 64 


GENESIS - KENET/KOBI | PC 


A DSR - BOKANOID 
COMMODORE 64 
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~ HALLO'WAYNE - WAYNE SCHMIDT 
COMMODORE 64 
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A FRONTIER -GRASSTUST ‘COMMODORE 64 
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A TITAN - ALIEN | SEGA MEGADRIVE 
TITAN - ALIEN | COMMODORE 64 


This Titan logo was pixelled using limitations of the 
Commodore 64 charset and quite a challenge to get it to 
fit within the allowed range. It took me a few evenings. 


RUST - ALMIGHTY GOD | COMMODORE 64 


A OFFENCE - ARCHMAGE | COMMODORE 64 


eee MAYDAY - THE USER 
a COMMODORE 64 


A MSB - MOONWALKER 
ATARI FALCON 


W INTERLUDIUM - KOBI/KENET | PC 


This logo took me around 2-3 hours to create the sketched version because, yes, 
I still draw my first step with a good old paper and pencil combo. The colour 
palette was made by Kenet. About the lettering, I was inspired by old classic 
graffiti letters. There are so many different options to create letters just 

by viewing what was already done by famous street artists. 


> TITAN - ALIEN SEGA MEGADRIVE 
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I worked on this logo for maybe two weeks every now and then in the evenings. Pushing the pixels 
- took as much time as coding the raster split routine with Turbo Assembler (The purple background 

is also visible as a raster in the left and right border and the logo uses more than 16 colours). 

The style of the letters "uN" is clearly inspired by Spiral’s logo for The Replicants. 
The rest is just freestyle. 
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A THE END - JOE | COMMODORE 64 
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A RGB X2014 - PAL | COMMODORE 64 


VW GRAVITRIX - NITH | COMMODORE 64 


dal 


V SPKR - MODMATE 
ATARI ST 


b> CODEX - KENET | PC 
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<4 BOOZE DESIGN - VALSARY 1 
COMMODORE64 =. LOTS OF DOTS - UKKO 
ATARI ST 


The inspiration for this logo came 
from the gothic calligraphy style. 
This was done in a hurry, as it was 
requested 3-4 days before the 
demo was released. The shading 
and the very short deadline were 
probably the most difficult. 
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<4¢ CHECKPOINT - MODMATE 
ATARI ST 


Cnr unny 
an + sews 


The clown was inspired by The Thunderdome VIII album 
cover. The picture was later used in the Thunderdome demo 
by Checkpoint. The picture uses more than 16 colours 

(70 colours!), which are displayed using the Spectrum 512 
format. Sorting the colours and pixels in a way that almost 
no pixel artefacts are visible was a true pain! It took two 

or three weeks to draw the clown’s head, 

and two evenings for the logo. 


TV-2-CD 
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W DAMONES - H7 | AMIGA 
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b> THE END - PREMIUM/ALIEN | ATARI ST 


For this logo my part was done really fast... 
as always. I only ae 
the lettering 
and the * 
awesome magic 
comes from 
Alien’PDX. Most times 
I have ideas on how to 
start and fail at finishing 
them and then I play my 
Joker Card and ask Alien’PDX for help and : 
voila this happens. Without him I would not be at the —~ - 
point Iam now. Thanks for that, Vincent. 
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> OFFENCE - PAL COMMODORE 64 


This logo took more time than 
I wanted, the reason was o z 
that I had to pixel it so one , ” are 
cell was correct in the final 
‘outcome. The inspiration was code 
from Perplex, and we wanted a huge 
vector cube to walk over, or jump over the 
logo too... but time got too stressful before the 
compo so we released it without that feature. 


WV RAZOR 1911 - KENET COMMODORE 64 
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an r om met ete eaten ran mE R 
The original flat logo, as you can see, was 
painted for the big iso perspective view 


and that is where it shines brightly. 
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W LAXITY - JSL | COMMODORE 64 
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~ GENESIS PROJECT - ALIEN | COMMODORE 64 


This logo took me a few evenings, and was a little bit inspired by the old Melon logos.. The split-colour design made it 
cool to slam those 2 parts together in the Commodore 64 intro for G*P. The hardest thing to do was actually working with 
P01 for pixelling it - very unstable software, but it gets the job done! 


A ONSLAUGHT - N3XU5 | PC 


V KSUBI - KSUBI | COMMODORE 64 ° 
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W RED SECTOR - ELKO | COMMODORE 64 
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LB ax | | SHAPE ARCHMAGE | COMMODORE 64 


> DISCO APOCALYPSO - ARCHMAGE << 
COMMODORE 64 | 


A COMALAND - YAZOO | COMMODORE 64 *,% 
~-OXYRON - JSL | COMMODORE 64 
RESISTANCE - GRASS | AMIGA —— = 


This logo is an old one from 
Mermaid. | got the palette 
fixed from this old logo. 
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~ AVATAR - KEYS | COMMODORE 64 
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b> CHECKPOINT - ST SURVIVOR | ATARI ST 


I once worked with Defam, back then maybe the greatest a V 

coder I had met. When he came back to me, I was really Pus) at 

happy! This logo came out of my sick mind, another € es 
130" 


nightmare face and twisted letters. 

This time, though, I tried to have a wider palette 
made of blue/green and orange shades, not easy when 
you only have 16 colours, background included! 
Letters were painted in one file, the face in another, 

as if made of two different projects only sharing the same 


lette. Pretty lengthy | idering thi ] 
epee? W GENESIS PROJECT - ALIEN | COMMODORE 64 


Old-school graffiti-style logo, fighting with clashing colours 
in P01, always a joy, but it took a few days to get it right and 


~ KPACKU - TUTTY | LX SPECTRUM have the spray can being drawn outside the border of the 


Commodore 64 screen, always nice. 
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D> HMO - DIEU | ATARI ST 


The inspiration came from graffiti and 
the famous Turrican game. It was one 

of my first designs for my return 
to the world of the Atari. 

It took me about 2 weeks, 
half an hour a day. 

The lettering took 

a long time to do. 


COMMODORE 64 
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W THEY ROCK - ATOM | ATARI ST 


WV EFFECT - SAMURAI | ATARI ST 
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W NORDLICHT - OHLI | COMMODORE 64 


VW VISION - AWSM | COMMODORE 64 7 EFFECT - SENSER | ATARI ST 


# scula PaTSICMT (Ola GWBEIDLATE A DEADLINE - PRINCE | COMMODORE 64 
r. r tooo meee i pee 
A LOADING - TUTTY | ZX SPECTRUM W SCOOPEX - SIMI | AMIGA 
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<4VN64 - PAL 
= COMMODORE 64 


It was a fact that this was the 
64" issue of Vandalism News 
and I wanted to put special 
care ina Commodore 64 
machine and link that with 
our magazine. I used about 
two weeks on the 
Commodore 64 for this one, 
and the logo and border 
sprites were about one 
week. Not to add more 
special details to the number 
- 64 I think was the absolutely 
| I} hardest thing with this. There 
Viel are problems to make a 


i: iil caaiall anil ij ras 
AANA 
keyboard of the Commodore 


W RED SECTOR - FRA/PTOING | AMIGA 64 look great at 160 pixels in x 


and also keeping the total 
shape of the machine, 
all in perspective. 


i. 
= 
So. 


fg 
> DEKADENCE - BRACKET | AMIGA 
This logo was for our demo "Are 


we dead yet?" for the unexpanded 
Amiga 1200. I didn’t want to use 
any font for the graphics for = 


this production so, to get 
cool looking graffiti/tag 
text I first drew each letter, 
one by one, using the 
mouse maybe 20-30 times 
until I got one which — 
looked good. I did the = 
same thing with all the 
graphics with text on 
them for this production © 
and I think I didn’t 
re-use the letters that 
much to avoid them 
looking like a font. It took 
quite a bit of time. And 
another thing I decided was: no dithering. 
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2 i CONSCIENCE - TRIXS | ZX SPECTRUM 


b> HMO - DIEU | ATARI ST 


The inspiration for this logo came from the 
hardware of the Atari ST (GLUE/M- 
MU/YM2149), graffiti and the rap group 
Cypress Hill (one of my favourite groups). 
I wanted to make a masterpiece, very 
powerful graphically and very technical, 
with an STF palette of 16 of 512 colours. 

It took me about 4 weeks to make this 


‘DREAM - CARRIO 


N | COMMODORE 64 
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'Y COMADANCE - YAZOO | COMMODORE 64 
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<@ PULSE - MODMATE | ATARI ST 
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A UP ROUGH - SPOT | AMIGA 


+ ae a 
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VW SCOOPEX - J.0.6. | AMIGA 
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A ONSLAUGHT - ALMIGHTY GOD 
COMMODORE 64 


420 YEARS OF RESISTANCE 
GRASS | AMIGA 


The colour palette is a little bit similar to the 
legendary Amiga game Perihelion. It took 
me 4 days to create this logo. 
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y VW CHIPERIA - ALIEN | AMIGA 


A INSANE - ALIEN | AMIGA L. 


VIBRATOR - TEMPEST : hi 
COMMODORE 64 || @ eB - - 


TEAMING JUNGLE HELE. paamen " ' 
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TRIAD GP - MERMAID | COMMODORE 64 W D-BUG - FROST | ATARI ST 
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A LAMERS - ATOM | ATARI ST 


 BATHYSCAPHE - JERRY | ZX SPECTRUM A OXYRON - ALIEN | AMIGA 


This Amiga logo in 16 colours didn’t take me long, 
it was quite rushed actually with the demo deadline 
in sight. I always start from scratch and hardly 
draw on paper. This was done in I/ustrator and 
converted back to Photoshop for Amiga restrictions, 
and then dithered by hand in ProMotion on PC. 
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A RESISTANCE - GRASS | SEGA MEGADRIVE 


The Resistance logo was inspired by old Amiga logos. About this demo...I was the tester of the Sega production Zsenilia, 


too. I used a very special PC to Megadrive parallel port hardware. 


INSANE - MRK | AMIGA 


This logo was fast, maybe 10 hours. I wanted to work the red colour range on the Amiga 500. Prowler designed a Passion 
logo a long time ago, which really pushed this idea of using dark reds for a nice glow effect that transitioned well in the 
lower ranges. Also, | wanted some forward momentum and an overall good mix of messy and clean pixels. I remember 
sketching the letters on a napkin while having a work lunch with Kenny Louie Magnusson. Insane had just started back 


WANTED TEAM - SIMI | AMIGA 


© 25 TRS! - PREMIUM 
PANASONIC 300 


It was an honour to make 
stuff for TRSI and this is 
one of the few graphics 
used. I did some more stuff 
than a logo and I am quite 
happy with the result. The 
inspiration came from the 
old Red Sector Megademo 
Loader Eddie. What else? 
I guess it took me a week 
or so if I put all the hours 
together. I’m a lazy guy 
and need more than one 
kick in the ass to get on 
with my efx stuff. 


up again. Kenny grunted and nodded his approval. It was basic and there was not much to it. 
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I really don't know where the inspiration 
comes from for my work. Visy wanted 
a logo that would be 


spray-painted on a train, 
| \ so graffiti style it was, 
3 : then. I wanted a 3D 
\ Look for it, but 
I didn’t want to 
al 


ray trace it. I used 

a font for the logo. 

I had just got into 

using raster lines so 
chugged those into the mix. 


QUADTRIP - BRACKET | PC 


INSANE - BITFLIPPR | AMIGA 


FOCUS DESIGN - OPTIC | AMIGA 
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VW NAH KOLOR - ALIEN AMIGA 


RSI - LEON BLT AMIGA 


2016 7 303 


A PARADISE - PREMIUM | AMIGA 


This is one of the logos I am really proud of.. one of the "better ones" after my big scene break from 1994-2004. The first 
time I used some more modern tools to create graphics and if you hadn’t used graphics software for more than 10 years 
you struggle with all the options and bleeps and bloops these programs offer. 
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A NAH KOLOR - MRK | AMIGA 
| ) = @ ARSANTICA Ill - ALIEN | ATARI XL/XE 


It didn’t take too long to pixel this logo, I take 
a lot of inspiration came from old block graffiti 
logos, and it was a bit of a slough to get the 
colour restrictions for Atari working (it’s just 3 
co [ie colours) and actually pixelled in Commodore 64 
software, even if it was for Atari! 


VW ATTITUDET? - VENT | COMMODORE 64 


> BADABING - OPTIC | AMIGA 
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A REVISION - PAL | COMMODORE 64 


This logo is a great homage to the great Revision party and uses alternative 
colours to emulate more colours than the Commodore 64 actually allows. 
To get my initial design working in Lightwave 3D, I created the typing ’ f 
there and then went to pixels. I completed the logo in about two weeks # 
time on and off working on it. 
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A CNCD - DESTOP | AMIGA 
<4 INSANE - DUFFE | AMIGA 
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~~ HOKUTO FORCE - BOTX 
COMMODORE 64 


> FLASHTRO 
MUSASHIS | AMIGA 
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EXECUTION - MODMATE | ATARI ST 


This logo was used in the SMFX 2017 demo called Execution. It was the first graphics I did for the demo, starting in 
September 2016. The logo was originally planned in a totally different style and colours. It remained unfinished on 
my hard disk for several months and I decided to skip the idea of a 3D logo. 


| A GENESIS PROJECT - ILLMIDUS | PICO 8 
V CHIPERIA - MRK | AMIGA 


The swirly/swinging curves are definitely a result of me doing a study on 60s-70s style pop culture brand logos. There is 
a thin horizontal highlight on the C, P, R, A and 8 letters that I definitely ripped from Made - he used that light-streak 

a lot for his logos. This logo was made for a chip disc that took forever to put together. The first coder promised me 

I could use EHB (64 colours). The second coder did not, 

and had me reduce like crazy, so it ended up a bit grey. ; SBT 

The heart should have had a bright red colour. 
The changes to colour restrictions for sure... 
solving the design to my liking was pure 

joy. I usually ask good friends for 

feedback during the process, 

Magnus "Java" Hollmo especially 

gave me some good pointers. 

I spent quite a lot of time on this, 

maybe 30 hours. 
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NUANCE - RAVEN | PICO 8 
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A EXECUTION SMFX - MODMATE | ATARI ST 


This logo took me one hour. No inspiration, I just had to quickly design a one-colour logo for the "WE ARE HERE NOW" 
screen of our Execution demo. The hardest thing to do was the ely of the "WE ARE HERE NOW' logo — there is some 
bitplane trickery going on in the demo and I had to sort the colours in the correct way to get it working. 


A HITMEN - DMD | COMMODORE 64 
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~ 40 YEARS - EXOCET | ATARI 2600 


This was made for an Atari 2600 demo by Flush celebrating the 40" anniversary of the release of the console in 2017. The 
technical constraints were quite extreme: a resolution of 40*248 pixels with only two colours per line allowed. For this 
reason the little cartridge was added by using an extra sprite, which meant I could use slightly more colours in that small 
area. | had done quite a few images for the Atari 2600 by then so I was quite used to its idiosyncrasies and this didn’t take 
long at all to create. The demo was released at Silly Venture, an Atari-focused event in Poland, and we finished the demo 
at the party place, which is always a fun way to work ~ even if it's always a bit messy and stressful! 


> DESIRE - PREMIUM | ATARI LYNX 


Heaven asked me if I wanted to make 

a logo for this small release and I am 
always in for new (at least to me) 
platforms. Most inspiration comes from 
deadlines. This one was done really fast 
and took me only a few hours. 
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This one was a real mash-up of origins. Inspiration for the rose is from CHIPERIA - PROWLER | AMIGA 


Cyclone’s amazing "Looker Rose" illustration - an-all time favourite of mine. 

Only afterwards did I realise that it also had some influences from DM's "Violator" cover. The small heart came from the 
Toyzareus intro by Dreamdealers. 

To match Facet’s graphics in the music disk UI I needed to go with red colours. It became a struggle to use red - ending 
up remaking the whole background two or three times before scrapping the whole thing and going for the red bubbles. 
The sphere I finally used was pixelled by me earlier for a CD cover, but with blue colour. I don’t think anyone noticed 
anyways. 
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A. BYTERAPERS - MANU | PC 


I work pretty fast. Based on the time stamps, this took about two evenings. The logo is street art/graffiti-inspired with 80s 
vibes. I got feedback on it saying "BytePapers' - but that’s an aspect of demoscene logos, they’re "supposed" to be a bit 
difficult to read. The hardest thing was probably just to get the letters flowing in a pleasant way. 
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EN, 
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This logo was made by accident while playing with 


some modifiers in Gimp. I like the handwriting style 


of logos. peas A SYNCHRON ASSEMBLY - BLUESTAR | ATARI ST 


V FAIRLIGHT - ZOOLON | PC 
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Sometimes I choose a word 
which sounds nice in my brain. 
This time it was “Genetic” .The 
hardest thing to do on this logo 
was to hide the single chars, so 
that people need to look at least 
twice. It took about two days. 
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A GENETIC - SHINE COMMODORE 64 


7 CORE- ALIEN PC 


A WEARE MSB-HOSPES ATARI ST 
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A GENERATION 500 - PROWLER AMIGA 


This logo is actually made with 16 colours, but using the Copper to alter the palette during certain scan-lines, resulting in 


28 unique colours shown on screen. Again inspiration comes from Uno and his Fusion logo. I spent a bit more time than 
necessary to get the anti-aliasing accurate and sharp. 


> FAIRLIGHT - LOUIEG4 ~COMMODORE 64 


WHEN DREAD = Ore TRUE 
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W ROTB - HOSPES | ATARI ST W EKO - SPIRAL | ATARI FALCON 


R Ee A 1 R T H 


A HEMOROIDS - PANDAFOX | PC 


This is my first Hemoroids logo on PC, in 2017! [had to do it over 2 or 3 days. I started by using a font in Photoshop and 
giving it perspective. Then it was a magnifying glass in Photoshop with the brush. It’s not my usual method at all, 


so I’m pretty happy with the final result. 
WV DESIRE - SIMI | ATARI 8 BIT 
DUNE -TEMPLETON | ATARI FALCON 
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~ DESIRE - ALIEN | PC 


V DESIRE - OZAN ATARI 8BIT 


After finalising this logo I had too much beer ... | saw that 
Thad painted an ATARI sign. 
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DESIRE - OZAN | AMIGA 


SKID ROW - PHUNCK | AMIGA 


This logo was a request from Skid Row for a patcher or something which needed a menu. Iks started to use it to make 
a menu around it, but I think he never finished it, or it was not finished on point. I hustled around with calligraphy 

at that time, so old letters were my inspiration for that, but with letters shaped like more modern graffiti. 

The sketch itself took some tries until it was what I looked for. Then I put it into Photoshop and did the curling stuff. 


NAH KOLOR - FACET | AMIGA GLOKY - C-REM | ATARI ST 


LETHARGY - GRASS COMMODORE 64 


The inspiration of this logo came from old legendary Amiga logos. This was released 
in our returning demo: 25 years later. I’m proud that this was the first step towards 
our new demos. 
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A RZE- GRASS | SEGA MEGADRIVE 


We wanted to texturize the original 3D vector objects in 
the Masiaka demo. This version is unreleased, in 
the demo we use a different one. 


ta Oa a oe RS RS ar er Nar let Bart Ra Ra Rar et ad Se eS eS SSeS SS aS SSS 


ak! tat at haat at ata a | a |) 
sm pet peel joren pics PS pe et et ou po pte YEN PR OY Se pepe ea pps pa 


os  S—LINCI—= 339 


a _-THE END" BEL 


za #2 re 8 2S 2 2 ek ~ =. 


2017 


Ptiasisn[en[aataniasian[anjanjanlax[exferiax/ax[astex[ay[ax]an[an[an[an[as[os[aa[asias[anlen}an[enlananfexfunter[esfentenan|an| 


<@ DATA STORM - EXOCET NEC PC ENGINE 


This logo was created for a little NEC PC Engine demo by Up Rough in 2018. 
It’s quite an exotic console in Europe but the specs were quite straightforward: 
16 colours and a 160 x 160 resolution for the logo itself. 
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BONZAI - SHINE | COMMODORE 64 eR ty ee 


Be ee = 
This logo took a few weeks and a lot of help J : cae 


from Se7en. I needed a few tries to create the = 
Bonsai tree. I wanted to make a welcome 
tribute for Bonzai. 
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<@520TWST - DAN | ATARI ST 


b> THE REPLICANTS - DIEU | ATARI ST 


The inspiration for this logo 

came from the spirit of 

Noeland, from the famous 

group The Replicants. | had the 
idea of asking Jace - the coder - 

to add rasters behind the logo. 
Anti-screening was a big challenge 
on this logo. 


UNIQUE - MARVEL | AMIGA 


; | SH — \ <4 THE REPLICANTS - SENSER | ATARI ST 
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An ahs pe I was honoured to be asked by Orion to 
4 tl f-* : sas create a logo for such a well-known group 
Pte 2 et OR IN ee eA ee ee, 9 on the Atari ST scene. Drawing 10 letters in 
Vis Ne Sie Mee od ‘ [ee yaar 2 \ ile i \¥- \y a legible style, while respecting the 79 
Ta v ere columns of the Atari ST’s medium-resolution 

eee, ae ar 2 OO > eed Spy fh 8 CINEF> Fy Nee 
\ —( rx / : / : = : re i ( / text mode to avoid carriage returns, was 
ace Ss ene oe he ee ee, Se eee a real challenge. It took me one and a hall 
2 acl rhe ae ee oie hours with PabloDraw. 
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CRACKING 15 LIFE 


S| Tie Best 18 Deraalse ATLANTIS - SMASHER | COMMODORE 64 
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W DESIRE - JAMON | ATARI 8 BIT 


This logo was created at the invitation of a guest in 
Desire production. The idea I had was to somehow a 
make the logo an integral part of the flower. ee ae ae a ee a ese 
The anecdote related to this logo is that it hung 

around unused for a very long time. The friends A CONDENSE _ CED | AMSTRAD CPC 
behind Desire did not know where to use it. 
In the end, it found its place. 
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V DESIRE - GRASS | COMMODORE 64 
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A TORMENT - SPINY | ATARI ST 
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W NAH KOLOR/OFFENCE 
MRK | AMIGA 


REWIND - JAMON | COMMODORE 64 


C64 splash screen logo from the Rewind demo, released at X party 2018. 
This demo won first place in the one-file demo category. The picture itself 
was created during the period when I was researching the Commodore 64 
palette and the limitations of the multicolour mode. I wanted to make 

a graffiti style logo with 3D effects. This logo is inside the side border of 
Commodore 64, with limitations of sprite usage. 
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A PLANET JAZZ - OPTIC | AMIGA 


V CARRION - DIZE | COMMODORE 64 
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V DESIRE - BOKANOID | COMMODORE 64 


A DENSITY DESIGN - HEADHUNTER | AMIGA 
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A TRIAD GP | COMMODORE 64 


V (64 HEARG4 - GRASS | COMMODORE 64 


I wanted to make a graffiti style logo with 3D effects. This 


logo is in sideborder of C64, with limitations of sprite usage. 
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TRS! - ELKO | COMMODORE 64 EVIL DEAD - WORRIORI | COMMODORE 64 


A DELIRIOUS - RAZORBACK 
COMMODORE 64 


A BONZAI - DIZE| COMMODORE 64 


V PLANET JAZZ - OPTIC | AMIGA 


A DELYSID - MYTHUS | COMMODORE 64 
326 2018 


A DESIRE - GRASS | COMMODORE 64 


We wanted to make a demo about music and the Commodore 64, adding some musical elements. The logo is a 3D graffiti 
style, but the girl is a manga character, so it’s a little bit difficult to mix these for me. 


NAKA -KOUOR- 0 | COMMODORE 64 


I’ve always liked the metallic looking logo in "Laser Basic’ by Bob Wakelin and wanted to do something similar with 
tilted lettering. | thought the somewhat retro feeling would suit the overall scheme | imagined about the Multiverse 
demo. The mirrored logo placed slightly underneath the main lettering was a nod at the work | did for MultiStyle Labs 
(2016) (the intro of the music collection). | did try some dithering for the balls in the background but, given the extensive 
time it would take, I left it in a simpler state. | used a help grid for the letters, but still wanted to maintain an organic look 
and drew the letters quite freely, which left a few perspective flaws. Also choosing the colours: Blue and green looked 


quite funky but for the final work I chose a more contrasting scheme. 
W INSANE - PREMIUM | AMIGA 


YHOO FORCE RAFFOK| COMMODORE 64 ~—ANNOICE ROCKY | ATARI 8 BI 
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A OXYRON/DESIRE - PREMIUM 
AMIGA 


Prafis machen das sa! 
A C= BIT 18 - DEEKAY | COMMODORE 64 


* CEnCaATIOnNS |< AHEAD & 
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A DESIRE - ALIEN | ATARI 8 BIT 


I made many Desire logos and most got used, but this one 
didn’t (yet). | always enjoy my cracks and stoned logos, 
they are fun to make. 


A INSANE - PREMIUM | AMIGA 


a desire 
A SMEX - PANDAFOX | ATARI ST 
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OXYRON/DESIRE - PREMIUM | AMIGA 


A RESISTANCE - SNC | AMIGA : -_ 


A > TRISTAR/RSI - THE MYSTERIOUS ART 
COMMODORE 64 


2018 329 


A SMAG-FX - MODMATE | ATARI ST 


This logo was originally done for the SMFX Juxtaposition 
screen for GERP 2018, and then later used in several 
issues of our SMag-FX disk mag. 


<4 FAIRLIGHT - THE SARGE 
COMMODORE 64 


The Fairlight logo was part of The 
Last Truckstop demo we did. | think 
I did this one rather quickly. 

A couple of hours, tops. This logo 
was a bit of a struggle to be honest. 
It was probably the last thing I did 
for the demo and I think it was the 
third try. I tried to make something 
that looked like Asian ink brush 
strokes, that would connect with the 
signs in the demo. 


A LAXITY - DANDEE | COMMODORE 64 
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A DESIRE - SHINE | COMMODORE 64 


For this logo, | wanted to create something new for PETSCII 


logos. It took me a few weeks altogether. 
_ SMFX - MODMATE | ATARI ST 


> REBELS - ALTA 
COMMODORE 64 
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‘a FUZION - SENSER | ATARI ST 


I wanted to contribute to the Fuzion CD199 and CD200 project that was rumoured, years ago, after Orion’s comeback on 
the Atari ST scene. At the beginning | wanted to create a logo like those used in the 90s in the Fuzion intros, 2 colours with 
a plasma or a raster effect replacing the white colour. The black and white draft was created in one hour on Gfx2. 

Jade did all the hard work of this very nice colourization. 
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A ANIMAL MINE - JADE | ATARI ST 
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A TEK - OZAN | AMIGA 


This logo was for the Under Construction Party 2019 and it was the 2"d logo for 


vV ORANGE z JATE | COMMODORE 64 our group TEK. It was fun to create it and it took me three weeks because 


we had hard times at my company in real life. 


There was no inspiration at the beginning, but at the end the 
inspiration was the Adam and Eve apple. The apple of 

#. temptation. This logo was never used in a Desire demo. 
In 2019, RamonB5 from Desire asked me to create a Desire 

logo for an Atari demo and I started thinking about ideas of 

what I could do. Lended up with the classic Adam and Eve 

apple. So | thought the apple would be a good fit for Desire 

too. After I finished it and sent it over to Ramonb5, nothing 

jape'a much happened. After a while, after around 2 years, this 


logo popped up in the Demoscene Logo Gallery. | thought, 
"What the heck is going on here?!" Even RamonB5 was 


surprised that the logo was not used ‘till that day, because 


it looked like it was totally forgotten, But in the end it was 


handed over to one of the logo collectors at DLG, 


FOSSIL - PTOING | COMMODORE 64 


A TEMPEST - MUCKY | COMMODORE 64 


| SYNESTHETICS - RA | PC 


TOXIC - MYTHUS | COMMODORE 64 TRIAD - TWOFLOWER | COMMODORE 64 


MERRY XMAS 


D> HITMEN - SHINE| COMMODORE 64 
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For this logo | wanted to create a logo 
with celtic letters. It taken few days 
with about one year pause. 


Originally | made this logo for an Amiga 
production, but we needed a very quick logo for 

NICCC 2000 — Megadrive version, and | made 
a version with fewer colours. Created in 5 hours. 
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This logo marks a (preliminary?) 
final point to my role as a pixel artist. 
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A THE REPLICANTS - JADE | ATARI ST 


The inspiration for this was a clearly visible Bitmap Brothers style in the letters, colours and shading. It reminds me often 
about the good old times with the game The Chaos Engine or Speedball 2. Some people see a big p€n!s in the element 
behind the logo. Maybe a wonderful anecdote, because The Replicants were one of the biggest and fastest cracking 
groups back in the days. But it was never the idea behind it. When I created this one, | wanted to put some kind of 
assembly line behind the logo, and the boxes are the products/cracks they delivered. The whole logo was a tribute to The 
Reps. I did that logo in 2019, and it was one of the first I did after I came back to the demoscene after I had left it in 1995, 
because I started my first job in the games industry. After 1.5 to 2 years, | was contacted by The Reps and they asked if 
they could use it for the hidden part, coded by Fury, for the Son Shu Shi Cracktro, which was released in December 2022. 
This logo was a pretty quick one. I would say around 1-2 hours overall. 
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~ DATASTORM - FACET | COMMODORE 64 


‘OCTOPUS POCUS - REXBENG | AMSTRAD CPC 
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VW BOOZE DESIGN - JAILBIRD | COMMODORE 64 


A GENESIS PROJECT - FACET | COMMODORE 64 


FAR AWAY - PIESIU | ATARI 8 BIT 
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HEMOROIDS - JADE ATARI ST 


For this logo, created in 6-8 hours, I just wanted to make something new, something that had not been seen before. It is 
always hard to get to that level, because there are so many amazing and great-looking logos that have been done already. 
It’s fair to say that this logo was not pixelled from scratch. I used various modern methods and approaches to create the 
letters and perspective as a starting point, not because I couldn’t do it, but more because I wanted to speed up the 
progress. After that the pixel work started. These days, time is short, even though I like to set every pixel by hand. But 
especially as a husband and father of two small children, it’s impossible! The hardest part was making it look nice with 
only 16 colours. 16 colours are always a challenge, even if you think that the number of colours is quite enough for a logo. 
No! Believe me. As an artist you always want more. But I like to say, creating something in 16 colours, good-looking, 
with details, is at a masterclass level in the end. 
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| DELYSID - MYTHUS | COMMODORE 64 
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REBELS - OZAN | AMIGA 


After I heard that Chromag would come to Evoke 2019 
(I missed him after his wedding). I took free time from 
my company to finalise it. The hardest thing was to 
create the woman. 


A TIME WILL IEL- ALIEN | AMIGA MD NICCC - ALIEN | SEGA MEGADRIVE 


<4 ABYSS - FADEONE | AMIGA 
TITAN - ALIEN SEGA MEGADRIVE 


This logo became our main Titan logo for over the years, 
but it was actually designed as a print on our . EE <3 = 
Overdrive PCB cartridges (so designed in one colour with S -_—-_ 

just sharp edges for the printing) but it has become = "f 


recognisable and I love my group, so shameless self 
promotion here. 
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~~ LAXATIVE EFFECTS - MALMIX | AMIGA 


DESIRE BY HAMMERFIST | COMMODORE 6¢ 
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ABLE MARBLE - BRACKET | COMMODORE 64 


Britelite just asked for the Able Marble logo, 

I didn't know if there was some idea behind it 
or anything. I just picked a couple of graffiti/tag 
style fonts and started to pixel in some details, 
just a stream of stuff from the brain without 
really thinking about it. 


GENESIS PROJECT - CUPID | COMMODORE 64 


This logo was done in 20 minutes in 
Photopea and then about 3 hours doing 
the anti-aliasing and dither fills. 


The Atlantis logo was done later because 
they had a cooperative version and took 
less time, about 5 minutes in Photopea 
and an hour in Multipaint. 


» ATLANTIS - CUPID COMMODORE 64 


I wanted to create a small logo that looks like 
it is stitched on a shirt. Seven/Hitmen told me 
off as it is "far too dithered". It is very tight and 


ZARDAX - SANDER =COMMODORE 64 


This logo was made for a musician who lives on the coast of Spain, so I tried to mimic some Moroccan skyline. | was 


training my hand scripted skills, but the process went smoothly and | spiced it up with an extra 80s approach. 
Done in 40 hours. 


A COLOMBIA - FACET | AMIGA 
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<@ INSANE - PREMIUM | AMIGA 


We crazy maniacs in 
Insane decided to release 
an Amiga production 
every month in 2020 and 
we did it. This logo took 
one or two evenings.. .if 
motivation and flow 
hits...it goes really fast. 
The more difficult thing is 
to keep as few colours as 
possible, at least for me. 


> DENTIFRICE - EXOCET | COMMODORE 64 


This is one of my newest logos and I’m 
fairly happy with it. It’s simple but looks 
fun and readable. This was done for 
a Commodore 64 demo and even 
though I’m not a big fan of the 
Commodore 64 palette, I think here 
it works very nicely despite using 
only four colours. 


A LEMON. - FACET | AMIGA 


CTARING 


W NECTARINE - PROWLER | AMIGA 


As many times before I went back to 
the old master Uno and his Fusion 
logo for inspiration. It started off as 
a 16 colour logo - but since I had 32 
to use, the two E letters got a golden 
update. The forward "tilt" was hard 
to get accurate, but I spent time on 
getting the anti-aliasing as accurate 
as I could. 


W EXCESS - FACET COMMODORE 64 


A TEMPEST - MUCKY | COMMODORE 64 
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A NAH KOLOR - OZAN | AMIGA 


Thad some problems with my real production 


— logos. Icame to a part of the real logo with some 


problems. It took some time to sit there and I got 
a headache. I then sat back and worked on 
another logo with other ideas for other groups 
(non-productive groups or even dead groups) 
because I saved the ideas. Whenever I needed an 
idea I could look in my folder and find 
inspiration for a logo. I used this idea from 
another group logo that I had in my folder 

so it didn’t take up much time.. 


This logo was drawn in 
two or three evenings. 


I struggled with the letter 
S, had several versions. 
Even called in the help of 
Mirage and Hein. 


UNCLE PETSCII’S CHRISTMAS SHOW 
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A TEMPEST - JAMON | COMMODORE 64 


This logo was made for On the move intro, Intro Creation 
Competition 2020, first place. | enjoyed designing 
this intro. 


b> REBELS - CRITIKILL 
AMIGA 


At first, there was no concrete idea. | simply wanted to combine twirly letters with 


A SCOOPEX - TEES | AMIGA 


I was asked to create a logo for a Scoopex intro. Inspiration 
came from old-school Amiga logos, and some memories 
from the demoscene in general. It’s my first Scoopex logo. 
I like creating various logos and various textures, to make 
it look smooth without making it look too smooth! 


a character, as seen in graffiti, for example. The worm in the head - the feeling in your head 


when something gnaws at you, and you get no further. 


Funnily enough this dark logo came up without having an idea first. As is often the case, 
the colour palette ended up being one of the most difficult tasks. | wanted it dark but not 
too morbid, and still having a certain aesthetic. I started the lettering and character digitally 
and finished the logo in Grafx2. The whole logo took me about +/- 18 hours in execution. 
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<4 NAH KOLOR - TEES | AMIGA 


I was asked to create a logo for a Nah Kolor intro, 
inspired by old-school Amiga logos, and some 
memories from the demoscene in general. When 
creating this particular one I believe I was 
inspired by some great logos made by one of 
my favourite pixel artists from the demoscene - 
Cougar of Sanity. It was one of the first logos, 
created after many years of taking a break from 
pixelling, so trying to get back into pixelling 
and making it look decent with the low 
resolution and limited amount of colours 

was hard enough... 
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<< A BITSHIFTERS - SPINY | ACORN ARCHIMEDES 


This logo took a few days all in all to get to a finished 
version I was happy with. It was created for a BBC Micro 
production, meaning the easiest way to make something 

in the correct format was just to do it on PC. So this 
particular logo was done 100% in Paint Shop Pro 9. 
Unusually for me, this was an or iginal creation. It evolved 
through me trying different layouts and ideas, there are 
some earlier versions that were the basis for the one 
above. With the early version I experimented with an 
isometric angle, but it didn’t quite work in this layout. 
Then I tried lining the letters up a bit more. Then | had the 
idea to combine both and rotate. Making the mirrored 
version line up correctly was tricky - there are bits 

I'd change, so if ldo more graphics for Bitshifters, | will 
probably update this. 
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EXCESS - ZSCS | COMMODORE 64 


Lord Red (Mermaid) had a few logos with a similar style which I liked so much. I only tried to re-create an Excess logo 
with his style. But of course, there is not a single copy-paste here - I pixeled the logo from scratch. The colour transitions 
required quite a lot of experimenting. 


A HAUJOBB - FLITE pc I started this logo in 2020 after looking for my way back into the demoscene after more 
than 25 years. Over the years I’ve had loose contact every now and then with Virgill 
and XXX and had never officially left Haujobb. Then it happened like in a cheesy dime novel - one weekend morning 
I felt the urge to make a logo and then the process began. | think it was a period of 2 or 3 weeks in which I spent some 

time in Photoshop every now and then, trying and discarding things. The result with the working title Atomic Glow 
is this greenish logo that has been used as a Facebook banner. 


A ALCATRAZ - XTRIM | PC 
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b> ASSEMBLY64 - THE SARGE | COMMODORE 64 


The magpie bird is a collector by nature and I wanted this bird to represent what the 
Assembly64 software does, collecting all the releases on the Commodore 64. 

So I made it in a dramatic pose for impact. It is shown each time you start the tool. 
This logo took some time too, probably 2-3 days. Because this is so high res that there 
were a lot of pixels to put down... 


VW MSL - PSYCH8580 | COMMODORE 64 


A TRSI - TEES | AMIGA 


This logo was based on memories from the Amiga demoscene when I was part of TRSI, in the Polish division of the 
group. Looking back at my logos from that era I wanted to challenge myself and try to create something better. I am 
pretty happy with the final result. Getting back to manual pixelling after many years of being on a break, making it look 
decent... 


W CENSOR ONE - SOYA | COMMODORE 64 


A LATEX - LUNIX | COMMODORE 64 
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=, <i = 
E| COMMODORE 64 
This logo took me some time because it’s part of a 5-screen-wide scrolling image with the logo itself inverting the image 
beneath it, so [had to pixel it all at the same time. So this took several days of work. [had to manually invert how the 
colours work. I made sure to put it so the chars lined up, and then filled them completely otherwise it would not have 
been possible to do this on the Commodore 64 due to there only being three colours plus background on each char. The 
Atari 2600 is from my childhood memories and it’s part of a demo I made as an ode to that system with a lot of 


re-pixelling of the famous art from that era. So | made a logo for it and I wanted it to resemble the extremely blocky 
graphics from the games on the 2600. 


W TSCC - NYTRIK | ATARI ST 


INSANE - MRK | AMIGA 


The colour choices are definitely inspired by the BMW 
MotorSport logo. I love that combination of deep blues and 
sharp reds. Shape-wise I don’t know, I sketched this right after 
I got my iPad pro with that great pen. There is a lot of 
inspiration from modern graffiti artists like Peeta and Daim in 
there. Not sure if the shapes are, but for sure the overall idea of 
it being abstract but still looking 3D and real, using both texture 
and light, comes from artists like them. 

As a side note, I tried hard to incorporate a ton of intricate 
shapes and lines in there, in a way so that it would feel 
balanced while not being super symmetrical. Once I discovered 
[had a pentagram shape in there, it helped a lot. I spent a lot of 
time on this mainly because I was inefficient. I made this logo 
during my paternity leave from work. Maybe 100 hours over 
the course of 3 months. I held my sleeping baby boy in one arm, 
and was pixel painting with the other. I couldn’t use both 
hands, so it was made with a lot of mouse movement/ 
menu-clicking. No hot-keys available. I would usually be deep 
in flow when my boy would wake up, and so I was interrupted 
a lot. I had to time my short pixel paint sessions carefully in 
between diaper changes, feeding, burping, and napping my 
boy. While building up baby-carry-strength in my right arm. 


A DESIRE - ALIEN AMIGA 


<4 TALENT - SHINE | COMMODORE 64 


Talent is one of my favourite 
Commodore 64 groups and 

1 made this as a tribute 
comeback wish. I tried the 
Talent PETSCII logo a lot 
before, without success. 

The both T of Talent were the 
hardest thing to do on this 
logo. Only a few hours to 
complete this. 
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> NAH KOLOR - CRITIKILL A ry 
GRAFX2 “- 


The inspiration came from the 90s, 

when many of the Amiga logos were 
influenced by metal bands and artwork 

- Tankard, Metallica, Iron Maiden and co. 
After about 25 years of pixel break, this was the first logo after decades I pixelled in 2020. In the beginning it was only 
a test to revive old skills, which then became a real logo. The skull and flames were a real challenge overall. 
Especially because I hadn’t pixelled in such a long time. The whole logo took me about 24 hours in execution. 
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2020 
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A SCEPTIC - FLITE PC 


Sceptical Cherry was created using existing creative excess and emotional memories. It was supposed to be some kind 

of "Forever Remembrance", a kind of respect for the past with no further purpose (just for myself). 

Almost all members, myself included, have successively oriented themselves into other groups (Haujobb, TEK, etc.) 

in addition to Sceptic, or have even changed completely. In 1995 only Wigwam and I were there, like we started it in early 
1990. Since then | have had to think about this time again and again. At this point | would like to thank everyone who 
walked the path with me back then. 


Every logo is like a child of mine and one should never put one child above the other, right? 

If you include the possibilities that one had (software, technical possibilities, etc.), then the old logos are very important 
and valuable to me. Of my newer logos, the Sceptical Cherry logo turns out to be my favourite, at least I like the colours 
best and | associate the greatest emotions with it. 


A. -4ELITE- ST SURVIVOR | ATARI ST 


This logo lived two lives as it was started with a completely 
different idea in mind, but it just did not work... It took me 
some time to get started from scratch again as | used my 
mouse as a crazy pen. | went wild, spreading pixels and 
random shapes here and there, creating odd patterns. 

Once the fever took me | think | did not stop working 

on it so that it was done in less than 10 hours | guess. 

For the record, this logo only uses 5 colours. 
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@ SOMMARHACK - JADE | ATARI ST 


Another one of those logos where the inspiration was to 
create something special. I liked the idea of making a logo 
out of sand on the beach, like sand castles. | guess the 
deep, unknown inspirations were images I had stored in 
my head of many sand sculptures I had already seen. The 
hardest part was the water surrounding the logo... and to 
mimic the look of waves that are rolling forth and back. 


It’s not on point, and I’m still not happy with it. But time 
was against me and I needed to finish it for a GFX 
Compo. Sommarhack 2020 was the 2 demoscene party 
where I had submitted an entry, following my comeback 
to the demoscene at the beginning of 2019. In the past, 

I have not submitted many images for contests. | was 
really surprised that I got to 1° place with this piece. 

I make my logos mostly and almost always directly on 
the screen. Unfortunately there are no steps left. | found 
this logo on my Atari Falcon hard drive a few months ago 
and saved it. This logo took me around 1.5 weeks with 
approximately 3 hours a day. Most of the time was 
wasted because I tried out a lot and it was really 
challenging at the end, with 16 colours. 
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NAH KOLOR - KENET/KOBI | AMIGA 
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VW RAPIDNEWS - ZSCS | COMMODORE 64 


Guys from Excess asked me time and time again, “what's the status”, and, to be honest, since this was the 1* MC logo 
after 27 years, I was quite nervous, because I wasn’t sure I could do it. The weird colour choice is also a consequence 

of my inexperience. There’s no reference or inspiration that I can name, I simply started to draw and ended up with this 
form. Finding the right style and also how to fit it in a 40x8-char matrix was the hardest thing to do on this logo. 
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A NEWBERT - AXM | ATARI FALCON 


D> BRAINSTORM - CRITIKILL | MAC 


D> FAIRLIGHT - ZOOLON | PC 


This logo took ages because I started it from 
scratch a few times. I wanted to make a logo 
with a transparent look. 

This logo contains 5 layers of individual 
transparent layers and three modifiers. 
They all fit together in a nice-looking way. 


V AMIGATARI- MON | AMIGA 
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A C64.COM - MIKAEL | COMMODORE 64 


The inspiration came from Crazy Comets for the logo, surrounded by miniatures of Commodore 64 games. Can you 
guess which? The wings are a nod to Firebird and | used blue and red sides to represent the C= logo. The job was ordered 


by C64.COM for their group on Facebook, to create recognition despite small images from the games. I worked on this 
logo on and off for about two weeks. It was pixelled from the start. 


W BONZAl - CARRION | COMMODORE 64 


W CENSOR DESIGN THE MAGIC OF BEN DAGLISH - MIKAEL | COMMODORE 64 


2020 


<@ HAUJOBB - FLITE | PC 


Shortly after Atomic Glow I was so excited 
that I started the Burning Frost logo. 

As with Atomic Glow, I worked exclusively 
in Photoshop and only in 2D mode. 

The logo was created on a long Sunday 

nd has unfortunately never been used (so far). 


A. <¢MPS - ST SURVIVOR | ATARI ST 


Another lost project started in 2020, for which 
I started painting various pictures, mostly this 
fire and metal inspired logo, another 

attempt inspired by Turrican? 

Except for the colours, it is purely 

original as you can see from the 

sketches, and I am pretty happy 

with the result even though it 

was never used in the end... 
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> HOLOGON - OZAN | AMIGA | \ 


*&, . ~ - Ps 
* = er. 
It took me one month to create this logo = : eS 4 


because I painted another picture for Hologon 
(the woman) at the same time. It was hard i 
to create it because it was my first real demo 
gfx on Amiga. Thanks for the support Nero, 
Bifat and Ok3anos...love you all. 
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<@ ATLANTIS/PADUA - CUPID © 
COMMODORE 64 


This logo was done in two steps — the 
Padua logo took about 2 hours and when | 

we decided to do to demo with 
Atlantis I also created the Atlantis | 

one in another 2.5 hours, with 

changes to the Padua one to match 

the style. When I lived in London there 

was a clothing store nearby that had 

a logo that was all about folding 

ribbons. I thought doing similar 

folding things would be fun. I started 

with the F4CG logo and then this 

came out. I kind of only planned for 

the Padua one. Atlantis has a lot more 

characters, so I had to redo both. 
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A BONZAI - FOX | COMMODORE 64 


A NAH - OPTIC | AMIGA 


A OVERLANDERS - MIC | ATARI ST 
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~> OVERLANDERS TEX - MIC | ATARI ST 


I tried to give Thalion vibes to this logo, 
through the theme as well as the 
colours used (colour splits 
are used here to go beyond 
the 16 colours limit). The 
Fantasy theme was obvious 
here, hence the dragon 

(and the triangle shape in 
the back that’s 

reminiscent of the 

Thalion Software intro logo). 
It took some time to find 

out how to associate the 
Overlanders and TEX names. 
Should they be next to each other, “<a 
layered, or following an order? If you a 
look at the composition, the dragon’s tail "i 
and the triangle shape will help to structure 
the logo from top to bottom. 

The dragon had to fit in harmony and be 
dynamic. Also it had to blend in and not take too much attention since the lettering is the main focal point. When it comes 
to palette switching, you need to be careful and plan the structure of your image to optimise the palette accordingly. 
Adjusting the colour splits is actually pretty time-consuming. 


A DIGITAL CHIPS - LOWLIFE | AMIGA { 
V MIBRI EMBUKYAKU - MIKAEL | COMMODORE 64 - - 


Musician Mibri was working on a tune for C64 
with 8580 SID and the FM-YAM cartridge and 
asked for a supporting image that featured 
his favourite character Blaze, 

from Streets of Rage. = 
Keeping it true to the 
original design and 
feeling. Around 50+ 
worksteps were 
needed for this kind 
of image, 
approximately 4-5 
days. A full screen 
image usually takes 
around a week 

to create. 
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<<@ FIRST LOVE - MIC | ATARI ST 


For this logo it was important to give some sense of 
movement and dynamism since it appears right 
after the intro for the demo. I thought using the 

bursting perspective and the energy/flame effect 
would help here and keep it in the flow. I used the 
3D filter in Photoshop to create the base 3D/fisheye 
shape of the logo. For me, good anti-aliasing 
has to be smooth and crisp, so there 

was a lot of zooming in/out to adjust 

every individual pixel. 

I spent quite some time 

trying to find a suitable 

colour palette here. 


i) 
> W HOTLINE - SANDER | COMMODORE 64 —_ 
This logo was done in 3 evenings, which is 
about 12 hours. | was brushing up my : 
calligraphy skills at the time, and decided to 
make a series for old legendary groups. 

I struggled with the letter T a lot, and in 

fact, the final version still annoys me. 

After publishing it on the demoscene e 
platforms, there was some gossip 


about a Hotline comeback. 
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~ > AURORA DREAMS 
- MIKAEL | COMMODORE 64 


The idea comes from Richard Nygaard’s ~ 
excellent image from Elf Quest, featured 
in Panoramic Designs’ Digital Delight 
demo released in 1991. 
The connection between musician 
Flotsam and me while creating this 
piece of art was awesome. He joined 
Pretzel Logic and this became our first 
release together. The balance as a whole . voy 
was meant to convey a digital and organic zh : a ‘a i — 
feeling. I just went with the flow from the music i oe, ie i, eel 
and let the pixels hit the screen. It took me —s Z 

~ around 30-40 hours. : 
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— WBRO'ZAI- CARRION | COMMODORE 64 A GBC NICCC - TWOFLOWER 
NINTENDO GAME BOY COLOR 


First serious attempt of making a good 
Game boy colour logo for the NICCC 
demo by AYCE. This one uses 7 palette 
swaps and quite a few tilesets (the 
Gameboy Color is not optimal for 

full screen gfx). | was told when the 
deadline was, and worked away, just to 
discover that he main coder entered the 
"finished" demo to the compo way ahead 
of deadline. Thus, my place holder was 
used in the demo, and a finished, 

great Game boy colour logo never got 
used in its final stage. 

Shame on you, Natt. 
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+.» MEGABUSTERS - PANDAFOX | ATARI 


Thad to do this logo in 2 or 3 days in short sessions 
of a few hours. I wanted to do a "neon" style logo 
and after a lot of research on the Internet | finally 
found this idea that | must have seen at some 
point in my research. 

This logo was supposed to appear in a new 
demo of my original group, on the Atari ST 

in 1991! But the project fell through. 

The various blocks that make up the logo 

should have appeared in 3D wireframe, 

one after the other. 


W HEMOROIDS - JADE | PICO 8 
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DALEZY - SANDER | COMMODORE 64 


I did this logo in 2012, and made a pixel art version in 2021. In general I keep close to demoscene logo aesthetics but 
I spend a great deal of time on the shapes. Dalezy had no idea | was working on it, so he was pleasantly surprised. 
Only 9 years later. | worked with the golden ratio for the Z, the Y was hardest to integrate, yet nota big one. It still 


stands out a bit. 
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<4 FRIRLIGHT - ZOOLON | PC 


This logo took 6 or 7 hours to create, as it’s 
not just a still image, but an animation 

for the Fairlight TV Youtube channel. 

I wanted the old AngelDawn logo to be 
displayed because it’s THE well-known 
Fairlight Logo. It had to be placed behind 
glass to look right with the reflections. 
The letters TV come from MTV. 


A BABYLON - RORQUE | PC 


Speaking of the logo, it was originally intended to be used for another demo, in fact two other demos that we abandoned, 
for various reasons. The first, because we felt it deviated qualitatively from what Cocoon usually presents, and the 
second, well, here the fault lies with me. I started assembling what had been done on the old demo from scratch, adding 
new things. Unfortunately, | had enough ideas for the first and last minute, in the middle there was a gap of about 3 
minutes, for which nobody had an idea, in the meantime Guille changed something in the engine and some things 
stopped working for me, then there was still the so-called life, and the project was buried for probably 3 years. 


Then Nytrik dug it up, and finally managed to finish it, although again, a lot went to waste. I still hope to be able to 
produce some of the ideas I had for the old version. In general, I’d love one day to make a demo in which I'd only be 

the cameraman and editor, and where the creation of assets would be handled by someone else. Unfortunately, too often 
when I make a demo, I have to pretend I have ADHD, and try to do everything by myself. 
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_ SMFX - PANDAFOX | ATARI ST 


This logo had to be made very quickly for a last-minute request from Smfx to release a demo. A quick job in one go with 
no particular problems. I think it was done in one afternoon. No particular inspiration, I just start little by little and see 
what happens... I’m not particularly satisfied with the result... It’s okay but nothing more... The first logo I did for the 
same group was much better. 
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© NAH-KOLOR - MAGNAR | AMIGA 


The idea behind this logo was to 
bring it down to super basic 
shapes if possible, with minimal 
adaptations to articulate a letter. 
Although I realised it was really 
hard to read, I didn’t figure it 
was impossible. The challenge 
at that moment was exploring 

a new Style, avoiding dithering, 
solving it in different ways. 

You can see this approach, 
better developed, in my 
portraits as well. 


<@ FRIRLIGHT - ZOOLON | PC 


I worked on this logo from 
time to time. I wanted to 
make a nice-looking 
skull...but with a freaky 
look, like the hair. 

The hair, you see, 

consists of 7500 single 
strands of hair. 


W DLG- JADE | AMIGA 


At the true beginning of the Facebook group Demoscene Logo Gallery, Stranger from Hemoroids asked me If I could do 
a logo for DLG. Of course I wanted to do one, but as always I couldn’t guarantee by when and how fast I'd be. Personal 
constraints didn’t always make it possible. This logo took me a lot of night hours. I can’t tell how long it really tookin the 
end, but maybe around 45 hours, because every pixel is really set by hand. Basically in a super old-school pixel style, but 
not in a usual screen size. The logo had a size of 911x400 pixels. I just wanted to do a logo in that kind of style, because 

I believed something like 
that had not been done 
before. The hardest was 
the part to make it look 
nice in the end. | often 
had that moment where 
I told myself, "What the 
heck are you doing here? 
This will not look good 
in the end!" But luckily 

I finished this huge logo 
and many people liked it 
eventually. 
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A REBELS - CRITIKILL | MACINTOSH 


I wanted to make a colourful logo with a straightforward characteristic consisting of many colours and still having a 
certain order. The fluid typography is, as so often, inspired by urban art, and the shark was a good match. The logo was 
created step by step in my head and in the end was quickly put together for the demo One Chillion Dots. The hardest 
thing to do in this logo was the old Critikill shiny, kitschy airbrush look that I hadn’t done in ages because I had 
meanwhile rediscovered my old love for pixel art. The logo was done with a Wacom Tablet directly in Photoshop, 

and took me about 20 hours to execute. 


A PRETZEL LOGIC - MIKAEL | COMMODORE 64 


The logo was supposed to work along with a big, heavy 3D scroller, so I made the logo as a light contrast to it, to create 


a natural flow from the letters in accordance with the chosen style. 
V OVR HIDDEN SCREEN - MIC ATARI ST 
-o2 =_™ — 
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<4 FAIRLIGHT - CRITIKILL 
GRAFX2 


F The inspiration of this logo was Fairlight itself. 
oF I didn’t only like the name, but the whole thing 
; too. I thougrs to myself: “hey it would be cool to pixel 
a glowing logo.” Using 32 colours out of 4096 colours to make 
a ney logo that you can read and that is a mix of old school versus new school 
was a challenge. I started the lettering digitally and finished the Logo in Grafx2. 
The whole logo took me about 25 hours to create. 
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I always like Padua and | hoped . es &, ‘ee 


i —s 
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Padua logo with the best 
feedback. The hardest thing to 
do on this logo was the 3D 


effect, done in one day. NECTARINE - PROWLER | AMIGA 
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> C64.COM - MIKAEL 
COMMODORE 64 


This logo is a co-op where I pixelled the 
letters and digits and Spiham took good 
care of the hands. The magic of the 

world’s greatest machine! 

They’re Spiham’s own hands. To achieve 

the perfect flow and shininess of the text, 

for most of the time, I sketch directly in 
Multipaint, starting from an outline and 
working my way through a number of steps. 


A FAIRLIGHT - KOBI PC 


I spent around 15-20 hours on this logo. Like the Interludium logo 

I did street artist letter style but also an emboss effect I had seen on 

another logo so I decided to try this effect on my own on this logo. It’s not an 
official Fairlight logo, but I decided to make this one just because | always loved this famous name so I created it just for 
fun. Of course I mentioned that it was not a commission but a personal initiative. The emboss effect and the lighting was 
not so easy because I tried to have a smooth rendering with as few colours as possible. 
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A DLG- CRITIKILL | GRAFX2 


As a fan of the DLG group on Facebook, I wanted to make a logo with a certain quality and mid-school charm. In times 
of Pouet there were many artists who made logos for the website but unfortunately nowadays not for the DLG group 
That’s why I thought, I have to make something cool here. There were 50 versions or more of this logo, because I was 
never satisfied with the colour palette. I wanted a logo that is modern but conveys the old charm of the 90s. The colour 
palette and the head/face of the woman was the most difficult to draw. The whole logo took me about 30 hours to do. 


A FAIRLIGHT - ZOOLON | PC 


It took me some days to do this logo. I wanted to do an adaptation from the classic AngelDawn logo. 15 mountains were 
harmed for this logo. The most difficult part was to find the right texture for the logo itself. 
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This logo, and this large 
image of 4 Atari ST 
screens in height, took me 
a long time! I think 
I worked on it in small 
steps over a period of 2 
months... 
My inspiration was 
clearly the music I was 
listening to when I started 
working on it! Old-school 
metal - Kreator, Carcass, 
Cannibal Corpse, 
Loudblast, No Return, 
Obituary, Testament... 
The aim was to make an ; eae if A”. 
image that could have ™ pe BE AN, 
been a cover for one of | A? OF SS 


a aa 4, a 
these bands. i) i | “ \ fj WZ NX r) ae the 
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edges of the Hemoroids yan NS es 
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<4 OVERLANDERS - MIC | ATARI ST A HEMOROIDS - PANDAFOX | ATARI ST 
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The logo consists of three 
stitched multicolour images and 
took about a week to create. 
Inspired by the surrounding 
nature where I grew up. 

This is a collab between Spiham 
and me, where I pixelled the 
font and he did the background, 
before polishing it together. 

To get the big font right 
(Futura), it was pixelled 
separately and then merged 

- with the background. Pixel art 
= straight through! 


~ HMO - PANDAFOX | ATARI ST 


I made this logo in several stages over 
a very long period of time... 
So it’s not easy to give 

an estimate of the time | 
spent on it. 
Unfortunately, 

I didn’t keep track 

of the different stages. 
As is often the case, | had no 
particular inspiration. | started 
with the main shape in one colour 
and then improvised little by little. 
The funny thing about this logo is that there 

were quite a few different versions over several months! 
There was no particular difficulty in making this logo, “aha 
except perhaps in arriving ata truly final version! 4¥ 
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W BONZAI - SMASHER COMMODORE 64 


b> REBELS - CRITIKILL | PC 
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REVISION e021 


A <4G00- JADE ATARI ST 


This Logo is one of many logos by different artists for 
the Hemoroids Megademo GOD - Good old Doors on 
the Atari. We had the idea of always presenting a 
different logo when you start the Megademo. When 
I finished this logo, we had the idea to create a teaser 
intro with that logo, but with more than just it. | also 
started as an image with a size of 5 screens in height, 
with this logo on top. Unfortunately the gfx and intro 
never got finished. The same goes for the Megademo. 
But maybe it will be released some day. You never 
know! The hardest thing on this logo was to find the 
right idea and concept. The rest was pretty 
straightforward. When I do logos or images it is always 
the same process. I start simple, but then I try to make 
it more detailed and special. This is also one of the 
hardest things to do. One of the main inspirations 
was to make something epic and bold. A film-or 
game-like title. This logo took me around 14-16 hours. 


<4 BABYGANG - CUPID | COMMODORE 64 


This logo was a commission by BYG to do 

a logo in the style of a font used in a TV 
show. They sent me a font to use. I did try 
to convert the font, but in the end discarded 


. a all the efforts and painted my own outlines. 

AN KI T Ut (oF i> , The hardest thing about this logo 
emp rr. =" tied was keeping the dot next to the 
A to match the original font. 


1988 / Pecc 
> SMFX - EXOCET | AMSTRAD CPC 


The creation of this logo was an interesting 
experience for two reasons: it was my first 
artwork for the Amstrad CPC, and an experiment 
with more graffiti-style letters, which is 
something I’m not really familiar with. The end 
result is not too bad I think, even if fairly generic. 
I still have a lot to learn! 

I enjoyed the CPC palette with its very bright 
colours. What a difference compared to the 
Commodore 64 colours! 

The logo uses 13 colours and the resolution is 
160x200 with wide pixels similar to what you can 
find in the more colourful graphic modes of 

the Commodore 64 or Thomson MO6/TO8/TO9. 


< FINNISH GOLD (FIG) - PAL | COMMODORE 64 
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<4 HMD - NYTRIK | ATARI ST 


This logo is one the first I did after a 20 years pixel break. Pandafox 
managed to convince me to redo pixels for an Atari ST megademo project. 
This was a test to make sure I could still do it. It took me longer than 
I would have thought. Maybe a few hours. Most of it was spent trying 
a to re-install software and making sure I had the right tools. Inspiration — 
came from the Nitro logo made by Psygnosis. I guess that was the 
starting point. Things changed during the creation. 


BATMAN GROUP - MAC | AMIGA 
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W FAIRLIGHT - CRITIKILL | AMIGA 
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A ATASCII ATTACK - PEPE | ATARI 8 BIT 


This is the very first logo I created with Playscii. | wanted to 
create a cold, hard and geometric logo inspired by early heavy 
metal bands like Death Angel, Metallica or Anthrax. This is 

a fake logo, with no real significance, except the funny 
difficulty of pronouncing this aggressive Atascii Attack! The 
Atari ASCII table provides no dithered patterns like you can 
find on Commodore 64 or Amstrad CPC, and you are limited 
to 40x25 with 2 colours. It’s quite poor. The only kind of 
dithering I could do are horizontal lines with different 
thickness. 
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A JURRASSIC PACK 19 - JADE | AMIGA 
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V RASTER AND SERVANT - GRASS | AMIGA 


With this logo I wanted to create a logo form like 
Kenét's works. This is an unused version - in the demo 
we have used the logo without background. 


b> ARISE - TWOFLOWER | COMMODORE 64 


This logo took an evening, more or less, to make. This was 
an attempt to use the seldom used ECM-charmode (max 
64 individual chars used, 3 background colours + D021). 
The current usage is 35 individual chars + 2 background 
colours. The hardest thing was to make a somewhat 
appealing logo within the very restricted limits. 


V HAUJOBB - TOMEK | AMIGA 


A <4 SMFX- DHS - RUE) ATARI STE 
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~~ RISE OF LOVE - NYTRIK | ATARI ST 


I’m quite proud of this one. It was made 
for an HMD demo. The theme was 70s 
vibes. I started this one in 3D. I was not 
fully happy with the result, so I decided 
to keep the basic shape and rework it 
completely in GFX2. I remember the 
perfect palette was a bit difficult to find. 
No direct source of inspiration on this 
one. Overall, I think it took me more 
than 10 hours to finalise. I’m a slow 
worker. As silly as it sounds, I’m quite 
happy with the pink background. 


W FRIRLIGHT - JAMON | COMMODORE 64 


This logo was released at Logo Graphics 
Compo 2022 on CSDB C64 multicolour 
logo. You were allowed one entry for 

a group or handle, but not your own 
group. I chose Fairlight. 

The idea was to create as complex 

a logo as possible, which are usually in 
multicolour mode. A real pain to do, in 
front of the aurora borealis 

in the background. 
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A CHEESY LISTENING - CRITIKILL | AMIGA 


W MOONSHINE - JADE | PICO 8 
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A LOST PARTY - PIESIU | ZX SPECTRUM » EXCESS OF THE COMMODORE - SEVEN | COMMODORE 64 
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HEMOROIDS 
HMO - DIEU | ATARI ST 


W ICE - ALPHA KING | ANSI 
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> YON - PANDAFOX | ATARI ST 


A lot of my inspiration for this logo came from Niko’s Dh 
work on the Atari ST in the 90s. My model, I must = 
say, has a unique style! I had a little viewing session 
of his various works and then I started my logo, trying 
to get as close as possible to his technique of colours 

and textures, while adding my own personal touch... 

It’s not intended to be displayed in a demo, but on the 
website of YON, a musician in the HMD group. But 
one day it might appear in a ST demo, who knows... 


BONZAl - FACET | COMMODORE 64 
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VANDALISM NEWS #73 - MIKAEL | COMMODORE 64 W EXCESS - ZSCS | COMMODORE 64 


Te. aaa ad 


r Ban | ee ee 


Creating this logo took me approximately one week, | 


working 2-3 hours per day. The prototype was made - i ats i Le “ Sa 

in PixCen in unrestricted mode, and I redrew everything 5 Spo | ug) ce ES Se Oe OO eS wee 
ieiae Sl li “die ee? Cy 

from scratch in CharPad and the-sprite layer in SpritePad. a oath pcs het fon ed 
I always wanted to create a hi-res logo which could look Lol i =~ for WAT i 
Ph ™ FLEE se inin 


like an Amiga logo, even if we have 16 colours on the 
Commodore 64. | saw Mermaid’s stunning graphics in his Genesis Project intro New Year's Resolution which was a kind 
of proof of concept: it is possible. I only had to figure out how I could achieve it. Made the prototype in unrestricted 

mode, however, | always had to focus on what was possible and what wasn’t. The result required quite a lot of work and 


error corrections. 
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b> ZARDAX- IBUX | COMMODORE 64 


i a I i 4 BONZAl - THE SARGE | COMMODORE 64 
ee . 2 
eeMMemmmmmmn = spent on the pen sketch on paper, getting the 


idea to work. Day two was to make it work 
in pixels and do the actual pixel work. Just 
being weird and using the Rattlehead figure 
because a friend in Bonzai is very much into 
heavy metal! And of course combining all 
this with a bonsai tree and making it feel like 
it had grown into each other. 


A PRIDE - GRASS | COMMODORE 64 


I wanted to make the best logo for the Pride group. 
I showed the final logo to Wax/Pride — I said: Your 
team has never had a logo as good as this one. 
Answer: That's right. 


‘>> LANITY- DANDEE | COMMODORE 64 
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IKARI - SANDER | COMMODORE 64 


The typography of this logo is quite a classic late 20" 
century angle, for a classic group. It’s part of my 
series for legendary Commodore 64 demo groups. 
The shading was the very hardest thing, because 

I wanted to try something different. 


Sf se | _ ae “ e I spent two days on the logo, but only 
eee ee ae _a few hours in total. Shortly before the 


compo deadline in Evoke 2022, I noticed 
that you had to use a predefined 8-colour 

~ palette (until then I thought 8 of your own 
colours) and I had to rethink some stuff. 
But at the end of the day I liked it and 
entered it into the competition at the last 
minute and even got #6 - which surprised 
me a lot. I think the most difficult thing 
was, at least using the resolution I chose, to 
create something exciting with the bright 
red and the green (which I didn’t use). 
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<4 HEMOROIDS - PEPE | ATARI 8 BIT 


When Sink called me to join Hemoroids in 
August 2022, I was drawing images for 
Logiker's Atascii Compo 2022. So I decided 
to create something with an old-school 80s 
design. The God skull logos for the Square 
V2 demo were certainly my first source 

of inspiration. His logos are really strong! 
But I also like the work of Philippe Druillet 
(a French illustrator from the ‘70s), who 
created a lot of psychedelic, symmetrical 
and geometric portraits. This style was also 
compatible with the constraints of the 
ATASCII charset. A few months before 
creating this logo, I had created Major Ascii 
Arcana III-IV-XV, three black and white 
portraits for the Shadow Party 2022 ASCII 
compo. This helped me to create this skull 
logo, the very first Atari 8 bit HMD logo. It 
took 2! place in the Atascii Compo 2022! 


A RAZOR 1911 - MADE | PC 


Rez asked me for this logo, the production was already ongoing with sovietic era vibes. I followed that idea with typical 
codification of that time. It was fun to do this logo and the Russian baseline means "If you're scared of wolfves, don’t go 
in the woods". 


<4 FINNISH GOLD - PAL COMMODORE 64 


It took me about 84 hours to complete this logo. The 
inspiration for this logo was simply to create us in 
Finnish Gold inside a huge logo, a capture of our history 
and where we would go from here. Some members are 
not active anymore and some members went out of 
Finnish Gold but came back when they saw this. The 
hardest thing with this logo was to fit in all portraits 

and to create a Lemming realistic spliff with smoke. 
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~~ DLG- PPS | ATARI 8 BIT 


Atari 8 bit machines are not much present in the 
demoscene, so | wanted to do a kind of tribute to them, 
using the blue READY prompt, the Atari Basic and the 
famous Atari rainbow, the symbol of these lovely 
machines. The first version was an 8-bit ATASCI logo, 
created with Playscii. Then | converted it to 820x312 and 
128 colours using GrafX2 to submit it for the DLG cover. 
When it was published, PPS/Starsoft Berlin ported it to 
Atari 8 bit with an animated rainbow. A great port, with 
no noticeable differences with the 16 bit logo! So, finally, 
| decided to create an Atari ST animated version in GFA 
basic with the animated rainbow too. 

The circle was complete! 


” THE PUMPKINS - MIKAEL | COMMODORE 64 


» HOODLUM - SHINE | COMMODORE 64 


I've created this logo because I like Hoodlum 
and I had contact with Unix. I never had so 
many work steps before, and possibly after. 
The first direction was NASA-inspired but 

I almost released a completely other version. 
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A FLIPO 30" ANNIVERSARY - NIKO | PC 


This logo is a remake of 1993's Flipo logo, for 
Oxygene’s Flip-O 30" Anniversary Edition. 
While we first considered the idea of doubling 
res and colour count for this update, I was not 
happy enough with the source material and 
decided to restart from scratch. The intention 
was to try to stay true to the original picture, 
with a fresher, more punchy delivery. 


My early investigations drifted a bit too far from the 
reference, and with the support of the Oxvgene 
team, I eventually went back to the original old 
man figure, expressing something brighter and 

lighter, with a little more structure to the 
composition. | wish I’d had the extra time 

to work on a more pixel-art-y version, with 

a more concise, hand-picked palette and some 
extent of per-pixel work, but I’m still pretty 
happy with the whole story of this image. 


»» BATMAN GROUP - MAC | AMIGA 
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NGC - PROWLER | AMIGA 


This was an interesting job. I was given the shape beforehand, since a transform effect had already been coded into the 
demo. So I simply had to ignore the perspective errors and pixel on. Inspiration of the chrome style came from an old 


Amiga game called Fly Harder. 
~ EXCESS - ZSCS | COMMODORE 64 


D> KINETICS - TWOFLOWER | COMMODORE 64 


I had a quite strict approach doing this, using Bauhaus 
design as my main inspiration. I came up with the idea 
that all shapes in the demo were to be based around four 
monochrome 2D-shapes (square, circle, X, +) and 


combinations of those shapes. Started sketching lK II IN WA 
in 16x16 pixels and quickly came up with the font 


TIFXN 


for the demo (Laservapen 2x2). From that I resized 
the font, and combined it with two of the base shapes 
to establish the logo and style of the demo. 

All used in the Kinetics demo. 
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K INE TINS VW CAPSULE - LEUNAM | AMIGA 
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D> GRIFFIN - MRK/CAKES | AMIGA 


This logo was a collaboration with my friend 
Patrick Cakes Sutton. I had very little time, maybe 
I spent 12 hours in total on this. I designed the 
basic letters, let Patrick go nuts with layered 
shapes, and then I would finalise the design at the 
end. Cleaning up the focal point, echoing shapes, 
lighting, overall pixel painting etc. Again, modern 
graffiti artists like Peeta and Daim really get me 
going these days. 

I forgot to calibrate my monitor for this one, so 

I made a simple and stupid mistake. The colours 
are a bit off and I thought the background was 
redder than the poop-brown it ended up like in the 
end. Mostly it’s about finding time and focus. 
Once I have those, it’s pure joy! 


~ NAH-KOLOR - JONEGG | COMMODORE 64 


The initial idea of this logo was a retro-futuristic 
train emerging from a cloud of steam, so I looked 
at real Art Deco trains like The Mallard, and lots 
of reference photos of clouds. The lettering itself 
was inspired by Flash Gordon and old 1970s film 
logos. After the first week, it was decided to 
change the train into something which looked 
more like a spacecraft, so I kept the retro-future 
style and adjusted it to fit. The logo was created 
and distorted first in Photoshop, and then 

I hand-drew the Commodore 64 version, 
transferring it using my grid technique. Much 
further down the line (2023), in order for the 
demo part to work, the background colour 

had to be changed. That is, the fixed colour 
which is present in every cell. That was by 

far the most time-consuming aspect, as it 
required a huge refactoring of everything in 

the image. I think it turned out pretty well. 

The logo and the image together took 

over a week to create. The dithering on 

the steam probably took up half that time. 


2023 391 


CENSOR DESIGN CREEPER | COMMODOREG4 “= 


» EFFECT - JADE | ATARI ST 


a 


y FORTOCALYPSE - JADE | AMIGA 
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A OVERCLOCKED REMIX - MIC | ATARI ST 
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TITAN OVERDRIVE - HEPTERIDA | ZX SPECTRUM 


A HEMOROIDS - PANDAFOX | ATARI ST 


ae <@ ZZAP! LIVE 2023 - AX!S | COMMODORE 64 
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DIAMON DESIGN 
MON | PC 
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<@NAH-KOLOR - CRITIKILL | AMIGA 
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. 7 HIM - PANDAFOX 
WIRED - AGENTE | COMMODORE 64 1. ATARI ST 
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Kreator 
Krest 
Kripton 
Kris 

Kryps 

KSS 

Ksubi 
Kusma 
Kylerion 
Kzon 
Labyrinth 
Ladyhawk 
Lair 

Larry 
Lazur 

Le sergent 
Léon Bli 
Leunam 
Ling 
Loaderror 
|e) exe) 
Look 
Loop 

Lord Blitter 
LordMxX 
Lorien 
Louie 
Lowlife 
Luca 
Luisa 
Lunix 
Lynx 
M.A.D. Newline 
MAC 
Macdos 
Mack 
Made 
Madness 
Madonna Freak 
‘Magic 
Magnar 
Magnetic Rage 
Maktone 
Malfunction 
Malmix 
Mantra 
Manu 
Marauder 
Marcus Garvey 
Marvel 
Marvin 
Master A 
Max 

Mcfly 
Megadeth 
Menta 
Mermaid 
Mic 
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Mikael 
Mikael Balle 
Mike 
Milkshake 
Ming 
Minz 
Mirage 
Mister. A 
MJ Power 
Modmate 
Mon 
Moondog 
Moonie 
Moonwalker 
Morbid 
Morrison 
MRK 
Mucky 
Muh 
Murdock 
Murphy 
Musashi9 
Mutant 
Mystik 
Mystix 
Mythus 
N3xu5 
Navy 
Nero 
New mode 
Newton 
Nexxux 
Niko 

Nim 
Ninja 
Nith 
Noogman 
Norm 
Nose 
Nova 
Nrth 
Nugget 
Nytrik 
Odin 
Odyntec 
Oldrik 
Ollie 

Ooz 
Optic 
Ore 
Oxidy 
Oys 
Ozan 

Pal 
Pandafox 
Pantaloon 
Paracels 
Paradroid 
Paralax 
Paraon 
Peachy 
Pépé 
Pernod 
PGCS 
PGL 
Phantom 
Pha-Q 


Phase 
Pheel 
Philsan 
Photon 
Photos 
Phunck 
Pickpoke 
Piesiu 
Piirakkamunalla 
Pixel 
Pixelkiller 
PMA 
Poise 
Polo 

PPS 
Premium 
Prince 
Prof4d 
Proteque 
Prowler 
Psych8580 
Psyche 
Psycho 
Ptoing 
Pucko 
Pulsar 
Pumpkin 
AWAYAU 
Quartz 
Quest 
Questlord 
R.W.O 

Ra 

Raffox 
Raft 
Ramjet 
Randy 
Rank Xerox 
Rattle 
Raven 
Raynoa 
Razen 
Razmo 
Razorback 
Rectum 
Red 

Red Crab 
Red Devil 
Redzone 
Reekol 
Reflex 
Reset 
Resize 
Reward 
Rewired 
Rexbeng 
Rich 

Rob 
Robotriot 
Rocky 
Rogaer 
Rogue 
Ronnie 
Rookie 
Rorque 
Rue 
Rufferto 


S11 
Saehn 
Sam 
Samurai 
Sand 
Sander 
Santtu 
Sator 
SCH 
Scorpl 
Scum 
Se7en 
Seck4 
Seen 
Sense 
Seq 
Seven 
Sextone 
SH3 
Shadowmaster 
Shean 
Shine 
Simi 
Sionic 
Sirius 
Sketch 
Skurwy 
Sky 
Skydive 
Slash 
Slayer 
Slime 
Smasher 
Smiley 
Smirre 
Smooth 
SNC 
Snyker 
Sodan 
Solid 
Soraya 
Souri 
Soya 
Spark 
Spaz 
Spiham 
Spiny 
Spiral 
Spirit Fright 
SPK 
Splif 
Spot 

Srt 

ST Survivor 
Stallion 
Starfix 
Static 
Strange 
Stranger 
Striper 
Stryx 
Stu 

Sys 
Tainted 
Talbot 
Talent 
Tanis 


TCH 

Ted 

Tees 
Tempest 
Templeton 
Tentacle 
Terminator 
Thargon 
The Anarchist 
The Fat Boy 
The Kid 
The Mage 
The Master 
The Mysterious Art 
The Sarge 
The Sergent 
The User 
TheEnemy 
Thomas 
Thor 

Thug 
Thunder 
Thunor 
Tik 
Timbral 
Tinker 
Titan 

Titus 

TMK 

Tom Copper 
Tomcat 
Tomek 
Tomic 
Tomoalien 
Tony 

Tony F. 
Trade 
Trash 
Tremore 
Triatian 
Trion 

Trixs 
Trojaan 
TSG 

Tudor 
Tukan 
Turbo 
Tutty 
Twins 
Twoflower 
Typhoon 
Typhus 
Tyrem 
Ukko 

Uno 
Valsary 
Vent 
Venturus 
Veto 

Vic 
Vimme 
Vincent 
VIP 
Visualice 
Vodka 
Void 

Wade 


Walt XTC1 
Walter Xtrim 
Warlord XXX 
Wave Yankee 
Wayne Schmidt Yazoo 
Wbochar Zaac 
Wedge Zanac 
Widdy Zebig 
Wilfried Zei 
Woodo Zeldin 
Worriorl Zeron 
Wotan Zeus 
X-Cell Zoolon 
Xenos Zoom 
Xenox ZSCS 
Xerud Zweckform 
Xman Zycho 
Xray 
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DEMOSCEME THE LOGO ART 


For as long as art has been made, artists have signed their work, sometimes with 
a simple name, sometimes with a flourished signature, or sometimes with some form 
of stylised logo representing themselves, or their movement. Brands spend vast sums 
of time, energy and money coming up with the perfect logo that epitomises everything 
they want to be seen as. And graffiti artists have been tagging since the 1960s, simply 
for recognition, recreation and competitive sport innovating and building skills. 


Digital artists have been leaving their mark since the very first works: the demoscene 
grew out of an underground movement of groups building their status. In the same way 
as artists, it’s for recognition. As with brands, it's to convey a feeling, and, like graffiti, 
it's sometimes a competitive sport driven by innovation. 


Any media for art typically impose some form of restriction, and digital art is no 
exception. Whether it’s racing the beam on an Atari 2600, working with the colour 
palette of the Commodore 64, or trying to push the envelope of what's possible through 
the creative use of technology such as dithering, palette swap tricks, or other quirks 
of the chosen machine, digital artists pushed boundaries and especially when creating 
their group's identity. This was all achieved using the tools of the time, which were often 
home grown, and incredibly simplistic compared to modern tools. 


This book explores the art of the logo in the demoscene, spanning over 4 decades, with 
stories told through the logos themselves, augmented with points from their creators 
and sometimes their fans. It is a tribute and a testament to the power of a logo that they 
can still have an emotional impact, evoke memories, admiration, friendships — and 
enmities — and inspiration to the present day. Feeling nostalgic? Let’s boot up! 
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